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THE ROGUES GALLERY is intended as a playing aid for ADVANCED DUNGEONS & DRAGONS" to assist the Dun- 
geon Master in creating Non-player Characters (NPC's). In it are statistics, combat information, and special skills 
for all classes of characters, along with notes on appearance, personality, and magic items. Use of this booklet 
will allow the DM to completely detail all information about randomly encountered characters in a much shorter 
time than is otherwise required. 


Also included in these charts are details on some monsters and groups of men which often prove time-consuming 
to create. These are liches, couatl, ki-rin, Shedu, sages, city guards, city watches, border patrols, caravans, 
pilgrims, bandits, buccaneers, and dungeon parties. When such monsters or groups are randomly encountered, 
these sections may be consulted to give information such as spells, composition, magic items, or level. 


Some of the information presented in each section varies according to the class or monster presented and will be 
explained in the introduction to that section. Much information remains constant and is explained below. 


RA: This lists the race of the character. The abbreviations are as follows: 


H — human, , bore — half-elf 

D — dwarf / : — halfling 

S = gone /?0 —half-orc 
—e 


SX: This indicates the sex of the character— male (M) or female (F). 
AL: Alignments are abbreviated by the first letters of the type (i.e. lawful good is LG). 


ST, IN, WI, DX, CN, CH: These are the character statistics of strength, intelligence, wisdom, dexterity, constitution 
and palettes They have already been adjusted for race and sex. Exceptional strength percentages are listed 
after the slash. 


LV: The level of characters in general does not exceed 13 throughout this booklet. This is intentional, as 
characters of higher level should be personally created and designed by the DM 


HP: This is the number of hit points, and has already been adjusted for constitution. 


AC: This represents the base armor type worn or possessed by the character. This figure is not adjusted for 
dexterity or any magical devices. 


+H: Adjustments on the chance to score a hit are listed here. These adjustments are due to strength and do not 
take into account bonuses vs. specific creature types or those given by magical weapons. 


+D: Extra damage done due to strength or, in some cases, special abilities is noted here. This does not include 
extra damage due to magical weapons or devices. 


DB: The Dexterity Bonus (DB) is the defensive adjustment made to the armor class of the character. In most cases, 
this will serve to lower the AC of the character. 


SB: The saving throw bonus (SB) is the adjustment given for high or low wisdom scores and applies only to mental 
attacks or influences on the character. However, some non-humans receive a constitution bonus that affects other 
types of saving throws — those vs. poison and magic. Since the 2 adjustments may or may not be used at once, 
they have been written individually — wisdom first, then constitution. None of these saving throw bonuses take into 
account possible magical devices. 


R/AT: The reaction/attacking adjustment applies only to missile weapons and to adjustments on the surprise die. It 
is not modified in any way for magical devices. 


AG, AP, PO, SA, GT: All of these categories deal with the personality of the character. The abbreviations stand for 
Age (AG), Appearance (AP), Possessions (PO), Sanity (SA), and General Tendencies (GT). Information on these and 
more appears on pp. 100-101 of the DUNGEON MASTERS GUIDE. The tables for each of these characteristics are 
given below. 


Age Aprearance Possessions 
. Young Dirty 1. None 
2. Youthful > Clean 2. Scant 
3. Youthful 3. Unkempt 3. Scant 
4. Mature 4. Immaculate 4. Average 
5. Mature 5. Rough 5. Average 
6. Mature 6. Ragged 6. Average 
7. Mature 7. Dandyish 7. Average 
8. Middle-aged 8. Foppish 8. Above average 
9. Old 9. Non-descript 9. Exceptional 
10. Ancient 10. Imposing 10. Superabundant 


Sanity General Tendencies 
1 


. Very stable 1. Optimist 13. Precise/exacting 
2. Normal 2. Pessimist 14. Perceptive 
3. Normal 3. Hedonist 15. Opinionated/contrary 
4. Normal 4. Altruist 16. Violent/warlike 
5. Normal 5. Helpful/kindly 17. Studious 
6. Normal 6. Careless 18. Foul/barbaric 
7. Neurotic 7. Capricious/mischievous 19. Cruel/callous 
8. Unstable 8. Sober 20. Practicaljoker/prankster 
9. Insane 9. Curious/inquisitive 21. Servile/obsequious 
10. Maniacal 10. Moody 22. Fanatical/obsessive 
11. Trusting 23. Malevolent 
12. Suspicious/cautious 24. Loquacious 


# of H: In some instances, it may be useful to know the number of henchmen a character might have with him. 
Henchmen may be assigned when creating dungeon parties or when encountering high-level characters. The 
morale of such henchmen is dependent to a great deal on the events of the moment and they are more likely.to 
flee a bad encounter than their master is. 


MI: This section, for magic items, has been purposely left sketchy and incomplete, as it is the DM's decision that 
matters about such things. Abbreviations used here are: S — sword; A — armor; SH — shield; P — potion; SC — 
scroll; R—ring; W—wand, staff, or rod; OW — other miscellaneous weapon; M— miscellaneous magic item. 


These tables may be used in many ways — for determining random encounters and hirelings — but careful 
judgment is recommended at all times. If any information does not suit the campaign or the DM's personal tastes, 
it should be changed. However, changes in statistics may result in necessary changes elsewhere in the 
character's information, so care should be taken to check all listings for that character. 


As characters from these tables are used in random encounters, it may prove useful to make a mark in pencil to 
remind the DM of its previous use. If a character is killed, some DM's may wish to cross out the entire character. 
This, however, is not advised. If a character is used often as a hireling, the DM may wish to transfer the information 
here to acomplete sheet. The AD&D NON-PLAYER CHARACTER RECORDS from TSR are ideally suited for this. 


Clever use of this playing aid can greatly assist a DM and speed the game, making it even more enjoyable for all 
involved. 


ta 


anxt ne 


d's‘ 
IW 


= 
72 | Ca 
~~ leeesre 


r 


2F YORE T> 
Se 


OTDM QO F 
ere sc cS 


| 


| 


bi 
= lore 


AMONTTONT TK“ TOT MTONMDNOMTODNANDOMANONDO- MT—- ONTRARAN 


{S!] SUALOVAVHO-ILINW 8eS 


a Sb OhsOGE = Xx a | | aS) 
B68 te ee, = 7-. = = + 0 2 64 8 o 8 
eG. i 1 Oo eee #3 i ee he ee Ok 
6° OF Ss ce ie = 39 = Oi Vtet =) = = 8. 6 8 Aw Le 
of re W- €£ - GL. 2+ 2 = 0s SS eee Oe a a 
Cee ce dt) COO SS SO ae oe See ee a Ghee Se Rh 
vp Ob b - = = — &x — $= - = £ & | th te SL WL 
G¢ Z@ 9 Ob Sb o€ — Ex - =—- = = ~£ 6 €& Ob OF th Ob S&H 
9 9 = Ze ly gs — €X > = = = L£ Baek &£ wm OF we 
G +b 9 9¢ OL OL — x = = =~ —- <£ & Ww OF & C B 
bf 2 ee ee ee a a ee: | | =| 
v © 6..°sS SS — & ee a tras eke! he. Nees Seal. Pees eas. aie 
Se a 9¢ OL 9 eas OX Br ry Rb ee ie Oe A a i heb 
SR. 8 OF 2h 6G ee ox UT 8 Cte tt ee 6 ee ee ay OL ey 
oe oe So: 8c Sh mS A ke ee eb Ob ar ib COE 
G66 be Se 0S — x Se ee GW ae bh Sb ewe Op 
, ¢€ 8 02 9% OF = x vt0 - -—- - 8 0 FY SG OO Eh bh bb 
6 2 9 - = = —- @x ¢+0 - -—- = £ O @ L & SZ 6 WwW 
ze ¢ ve Ov OS + €x — 2 = = 8 & L £€ 8 DW Oh 
6 6 Ob  %L49 OL Zt KX —- €- = = £ 9 OF 6 OF Lb 8 bb 
f v on “46 @ gs — €x SoS Ee a 
Sa Aen GE GF 2 0G. oH ex raahis me ice ahs Sete Bee ane eB a ae ea 
Gi 3S €9 €2 08 ar ek Po is eee A LO ep ee ene iy omic dle 
nS ae Sp 3G. SE = gx oe ee OL eae ee ee ear be 
RS OL Ob o¢ om Ok 2S a he Oe ee eb ea ee 
Bic Qe fp SS 09 = x be eS GG Se i Oh ap Re ee 
6 ¢ 6 6p 29 OSD — px -_- -—- — — g£ € OF S Ob tH 8 Sb 
vy 9 Shoot — x t- - = =—- 8 G& SF OF OO wt YO ZS 
nn S 0% S$ ot ox = ¢- = = £ @& +r © @ Le Oh at 
6 8 9 €9 8Z£ 08 = x —-b- = = £ S&S G Ob Sh GS & bb 
Lob 9 be S€ os = a a; a: A | 
OO ay Aceaa Oe te OP methen VS Da ee ee Oe Ghee Ey og: oi eae 
Ob Ob 6 Oe VE OPO Gh DIO pee ee a oe a Bi UO Bp. Ob bk 
Soo Oho. Fb 6}. Sb Oe a ee Se ee he eee Ob ek ey ae 
ssa Nee: See Pe Ate eA Ue ee Pe in OO CRY, 7 Bors a bb 
Co Aa» OL We 8 a ox Se ea ee Se ee Pe Bee en 
9 ¢ 6 Ze Ly gs — —- — ft — #£ te & FY FD tt 8 bb 
nn 02 72 OF — x - = = = £ & & Ob Ob Se Ww ZS 
v6 6 6 OL Ob of — - = = = £8 € O Ob SG Sh wb 
© ¢€ ¢«€ Gb ot) OSE COU + OX =¢7- —- —- £ B&F F&F BB OF Ob Lt 
€ 8 YY ey oS 09 — x —_ —- — — £ CLC OW SD FF GS th SS 
Oey oO one NE rn ee ee ee re ae ee ee a 
oO go Rene a ee ae! ee aa cae ee a er mene Eb eb Bee Oey 
koe. 8 Ce Ne Se. Re ex oe Me ee hs a Bue. “icles El ae aes | ieee «eer a 
i 6 6 ey SS 09 SBR SPIO ba ee en eee he Oba Go GE bt an Bh 
eee, éy 29 = 99 = ps Pe et Se ee, Oe Oh ee ee ee ee 
Od dV SV SH SW dd Iivid s@ as sg g+ H+ OW dH Al HO NO xa IM NI 


"AGIND SHUALSVIN NOJDNNG 2u} ul punoj aq ued ‘sulssesse 
jnoge uoeWUOJU! |NJasn JeUujO YUM Buoye ‘abeyUsosEd sly] “Pdysi JOU S! SIU} ‘LIJOIA OY} JO [OAZ] BU} YIM SOUeA 
Jajoeieyo e& Hulyeulssesse Jo 9OueYO JI9Y] SY “Saige BulAsiy} Buisn UdYyM Jamo] S|9AB] Z Bam Adu} JI Se ayesado 
suissesse yey} papulwds ase SIG ‘Aujiqge Buiqgejsyoeq sldy} pue (SdAdIY} JO} SI W} Se paysnipe Apesuye) sis 
BUIADIU} JOY} UO UO!FEWUJOJU! SAPNIOU! SIYL “SOASIU} SE YEWIO} SWS OU} Ul S| SUISSESSe JO} P9JUSSEId UOITEWWOJU! OY 


SNISSVSSV 


7 
Sb 
eb 
vb 
ch 
eb 


IN 
a1 
7 

Le) 

IO 

aN 

aN 
al 


O% 


e) 
OrrrrrrrrsSrzraearrrrrrerrrrrrroOrra = 


a) ne) eet Soe  Meepe 


< 
ax 


= 


Pllieles 


VQ 
= 


= 


= 


lelit 


3 


oO. 


TOMTNOOTNNO HM OOTNTOTOO 


6 OS 08 Le eg OS pod pk = oh Gok Ber ei Ot ee a OL a Bbe ep 
Bh" Oh «27 Sy 9S OPW IE IS YE Se Se Se. PE ee! Oe Pee SOS MSR Rp 
b Ob ve Lo SS OL = X= Cb ‘be ee We “Se So GO Zoe ee eke Op Sr Sb Sb Sb 
Ob re er Se 09) peek BI Se se = bE be) Ode eo" GE 2s. 38. Sop zy OF Loe 
bl G Sb @ 2 09 a Pe ete be Set ee CROs Ger ke kt Re I eB ae 
RD 0 ce fy. SG a moO. Ge et b> bt ed SS ae 8 Uk hk a SL Oe SF 
L Oy Si ode 03 09 64 88 eet eo VP bed Sor to a OR ae 
8. 6 QC 68 <£ G2 et ek Wh es os ~~ e700 8 . CC 8 9 Sh i) ob. Lb oh 
yr ¢ OC & St AX be bt boo beet 20. ee! Ug. BUS CG Ue Sk Ge) Oe 
oS Wo 08 €6 Cl €F Ch bot vo et Lt ed OL 8G Ue BS St et Bk kOe 
SOG 6S ek SF CA Exh. pb ga ea = 3S! fee" 6 BS Oe a Sb ORS et 
8 8 @ Le Lb gs me OX. UE Pe As £45, b+ ee S68 Ge OD SE Lh Sh eh OF 
Vt UCR 6G oe DSL SS’ Se aie pit pis. ea ee Pe OE £.-6n BSE COW Cho SE Zh 
© Sl Cr RS Ee OL eee Ek Erm > el eS ie Bo ae GH Bp Gh Gn Cb <Ebe SE 
Ob OF 96 Le LP oer. eR ee em bt ZEA 8 pe aa ech OEE aL Ge. Ob. pL. 
». S$. ve cv. 68 OF Cr 8 AW ite St te OS el Oh S St hy eb Sy ee 
a OC Oe Oo Oe ce Oe UV Et 6s 1 cme 0G GS Oe elm 8 8 he Ub 2b a ee 
G @ CC OF O 99 Ct S- te €f = OF €* tG-6 Se €- £ ££ Bt Om LL. 

© € We @ OF SF Ch Re cert €- tt “~ €0 @ 8 £ LL ££ et wt yo 
GO. -GV (eh 2h SO 4 Se. 4 et Se = = MWie-or 0€ + 9 “S Gl OL Sb OL tb 
dv SV dd SH SW dd ilv/a sd iv# gS gg d+ H+ 1S OV dH 1/8 WL Wi HO NO XG IM NI 


JOLIE JOUJES] O} 
jew ureyo yeoiBew 4184] eHueYO 01 }do AeW WIG SU} “IS@ASMOH “JOMO| ra Ayyenyoe ||lM (Sesnuog jeolBew 10} SUSU 
-jsn[pe saye) ssejo Joe jeu ay} pure je UleYO jeoIHewW Jo UOISSeSsOd 9U} 0} ANP SI SIU} ‘pa}si| SIG SSBjO JOE 
184M S8Sed BSoU} U| ‘ebe}UsdIEd & Se Pasi] SI (4D) OISNW 484} YM Bulwueyo 10} soueYO Way] “AjUe}XEp pue 90e1 
JO} paysn[pe ‘aiojaq se ‘ase siay UdAIH sabejusoJed Bulnsiy, “AJeAloedses spseq pue ‘sanaiu} ‘sa}YyHy se Ssjand| 
JOU] O} JOJ9J T/g pue ‘4/1 ‘1/4 SUL “a1ay pajyUasaud si ssejO YOeS JO} UONFEWOJU! UIEYSO ‘SpINip pue Sealy} ‘s19]UBy 
JO S||l¥S OY} PUIQUUIOD ABY} SOUIS ‘pejsi| Ge OZ A[UO 910JO19U}] pue ;eUONdO si UBledwed e U! spseg Jo 8sn SUL 


squva 


uu 
xs 


Ee & 


Perr r rr ees ees 


etz= 


Oo 


~AMTNOR © 


VW Gb & 8. bob Beet 4, Wo co* FP RR ee Sh, Ok a EN 
MMO <b 9 9 Ob 8 § - - Le oe a a a er eo a er ae ay 
a ae a fo a co - $0 ot i oe a a en co Se: eee et” ee ae 
Te a a? ee oe - - Li i ee a oe ee) ek ee ee 
‘i a ae ee fee oe - - Sa bat: eo et ee ee ee ee 
ano toe Ss = oO ee ee a 
3G) tf 6 eke - - tt = = =—- £ se han Whe oe 6 Se ne 
ot tt & be —e). -= - £€£Y Bt £ wt 6 ee em oe lk 
ee ok Oe - - —-  ~ -~ ££ eee tt eo eh oe we 
4 oe wh + be “ee eee 8 ee ee ke Ul 
oe oe ey Ce we —  ¢0 =— = = '-. ve Oe eM O @& « 8 On. A. OR 
See ee Foes es ee - = toe eee eee Oe a a a ONO 
ae ee od oe ee - - Se ek et ee ee a ee ee es eye 

2 tae a | a Soe ee Ee: - - By sO Be oe tro 6 Oe ee a 
i. oo ee - - ite oe oe oe ee oe Ce a eee ee ee 
Yee eS eg - 0 ee ee ee ee 
eT ew ee 
40 ££ tt Ue ~— e+ = = £ ewe ehh oO 8 ew oe a 
ee wt ef 2 Us - - ee -— = = £t By 6 wee 8 eM 
wai 8 re 8 - - _— eo. e ee Nh ee ke me ON A Ok 
MO te eee oe - = =— tt = bo Ss cf OU eee 8 a ee | ae 
ot ee — 0b a ht Oe ae eR Veet le ie ew een a 

oe et eee a ee - - ai cit Gt oe a ae ees ee ce ee ee: 

oo Be eo See - - Ce g2 eR Be ae ee oe ee ON a 

Se ieee ee eee eer - - eo ee. Oe ee ee ee ee es ee 

Ct er eos ee eek ee ee ee tee eg 
0 ¢ 8 & - = 245% = = © 6 ££ 6 he eo 68 ON mM 8 

1 Ro 2 4 es - - ~_— “> 8 8 Mf he te 6 Se Ht on on 

mi + 2 to te “= 676+ =— = =~ £ Ee OB & te eo ho & WN OA 
de 6 40 t 6 eg - - oe - $C ae Om Oe he a 
5 a ee oe oe ee — 02 ——- ee 8 omF Ll Ue OO ee: me” UC hm 

| a «ee i ee cee - - ae ee Se ae ee ee ee: er ee ee 
Se ee! eee ee - - eS Se EA ee Rk Oh me “So 
“Gee, Wm er ees oie Comey - - Ct p= = SO Ee ek Ob OS Oh ek OO 
ss oe Oe ee eee - - La en wee ee oe oe ae ae oe ee a ee. 
oe Ocoee oes - - i oor eo EET kee ee 
i 2 te ee — 0b — = @ - tek bt 6 On me ke A Ck 

a or ee ee CU - - ~~ = ee kG Ut ee ee he et 
oS ££ &@ 6 8 £4 =~ 48 = © eek tk he S$ oe 

WO 66 68 t 9 98s - - -—=-— = =. 8 Fe 8 & & o 6 Fh 8 Mm Nh ON 8 
IN H# LO VS Od dv OV Lvid 4S as gq a+ H+ 1S SV dH Al HO NO XG IM NI JIS WW XS va 


“s]]ads 4194) PU SOE/9 NOge AJesseod9eU UONEWOJU! JOYLN ue SIU} S|IE1I9P MOOGGNVH SHJAV 1d 
OU “S|]Jads SnUOg BAI909I ||IM SOL8|9 WOPSsIM UbIY ‘Aja@SIBAUOD “WOPS!M Mo] JO BINquiye ue si! se SHuljsi| 9y} Jo Ma} 
e ul sreedde Ajuo siy “4JOM O} [12] |[IM D189 ey} Aq jseo |jeds Aue yey] SOUBYO SHeJUSoJed 9} SIs\j (4S) SuN|e} |}edS 


“‘Buisn jo ajqedeo s! d149]9 au} sjjads WeyM 9—as AjIsea ABW Iq Bul OS ‘BOUdIaIOI 
yoinb Jo} pepiaoid si siuj ‘jseO ued DN9}O Je;noWed yey) yeul |jads jee}; yseuBiy aul si (4S) Jere] jJeds sepun 
Jaquinu dy] “aIN|Ie} |Jads pue ;aAg| |Jads ase Ssay| “ssejo 4I9Y} 0} oNbiuN UO!FeLWOJU! JO SjUIOd je1BABS BAeY SOUA|D 


“S|J9ds 1194] PUB S91J9|9 9AJ|OAU! YOIUMAGIND SHA.LSVIN NOADNNG 


94} JO SUOIIDSS SSOU} YIM JEI|IWUe} 8Q Pjnoys [Iq 9U} ‘peule}go aq 0} SedIAJas YONs Hulmoyye ssOJagq “BdIAPe SUIAID 
pue Huljeay jo paeu ul sAemyje ase suajoeseUo JO} ‘uBreduwed & jo 9ssnOD ay} HuluNp jno jyHnNos Usyo ae sovEa|D 


SOlW3A19 


4S!] SUILOVAVHO SSVTIO“ILINW 89S =—001-26 


Se) Weg 9 9 Zz ee Se eee ee Oe Se 8 UU OE 6h eB N W H 96 
VY €¢) 9 8 FG Z —o bt 2 SS = eae eS a Ga ON G6 
Gl wh + bt PF S — = et = -— = £ 9 6c G Ob @ 4 & OG IN 4 H v6 
qd 6) & + 6 FY v = Ol = == = = & F 6 6 8 6  £ AOL iON 8 H €6 
Cl 8 2 6 6 9 lL = —oF = = be 8 6 UL Ul SB CU ON CK H Z6 
vr 2 8 od Zz x se ec a N W O% 46 
a Pee PS = Choe Se v Sarees. Ge obs =) = 1G ae EC Ob 6 Sb Eb Oke 2b 3G N W H 06 
OS. ER SHS bs. Go. cig: ie 2. 'S ret qi Se eee em ei Gat Obs eb wah wth Ob Bibs OAR = Bed 68 
|] | ZAR GU ea 9 ei ae ci et al GQ eet he ae US Oe Ob Bo a ONE eg: get 88 
WIS 2th fae deo Gi; ae S ne oe Cae ee ET Ot Op ge Ghee be es ee ee ey Yah + 18 
tab Oe 2A 2 L Sn IRE REE, i AM aS OE A RS RN AM | tee | mea | Sema RRP 8 N W 4 98 
oc) tt 2y. 8 v 7 = Ot ee Sg 8 ie ee SL CP Ld a OK S8 
Gh vt 8 8  F Zz Sag Ge. ey ee ee eee Geek ey Lk ek ON H v8 
Vl £ ov et S ee bt eS eS Pe GSD CGY EL ON UW +H €8 
a Vb 4 9 ££ ek i SS wo oe ee 6b S26 8 Lb et Ob SN H 28 
Gl Shor boo v ee fee ee ot ee bo Ok oth Sb Be 8b 0. IN H Vg 
Oh oh be ee re € = = Soe ys EC Oe tk oS 2 Sek Ob Oe SBR coke ND: UW H 08 
Pa Ds Me ere 8 Seem UMAR Sie. (0 ea A MN ae RY <9 oY Aaa 0 eee > me 9 6L 
de Che Oks bok L Sa ier Te el ac Ad aes Ue ipa aS eam Ree > Se haere Sri, erent eects) at | Saal” < Aa ee H SZ 
A ee ee v Thy oss =a ts Ae elm ROMP Silline emer s.r kate MME oy gee od gg ASIN gol ct | ee H LL 
| i aera nee arama € saad hice y+ pt es Naps a Dieta AURaL sa Seay La «Cems ° RS = Paap a a= a7, H OL 
tL fb be bs é —. SS re eee pe per ge ek hh COP aebh oPb oh Ep WE H SL 
Vor) fe fk cs? L ae Soe eS See On ee Bee 6 eb ep Ob. Rb aN H vl 
Cb 02.6. 98)? € Sy Pe eee ee a Ca Ge eR aR Rk ep ebb eh may E| el 
Clea Lee eee b - oo a ee bee Ge bs Ob a ebb eb ee 6 Ora H aL 
Gh Ok Spo b 9 ee ee be Sh Re Oe 7 WwW IH bZ 
7 a RE aan” 9 atic Se a ae a Re eee Ae CoA ee eb Ob oh | SO EN 4 OL 
EMO eb: Cee Obs Hear a 6 - = ee ee A aes Rl GEE ea nD pe be SBE AB on dT aad H 69 
Pr Gee be 1B), NS v = GO) COs Oa Se oe RO is OR ao 68. Eb Ok 2b hk a SS od a] 89 
rhe. boro! sen esp b = ee = =). = )= Di PCS IOS A ea eb wi hy gue INI vce PAC ey 19 
RM al ARS La iO | Ca * ea 8 St a SSA ES ce cece SM, mae Merl = eae? Oe ee ater a, le IN W H 99 
ViOSMO. SO) Fh 8 FF 8 eas ee Lee ae Se ee a th Ee Oe Sr ge Oy ao. H $9 
OS oe Sh Seas b =. 60 Be ieee ce a bee OD Ooh oe ea 6 Ob ND a H v9 
PSG?’ 9 aos Ce ee ee ee ee Or ik Re eee N 4 3% €9 
OS oe Loe pa Gog 8 ee] Se er ee ee Ob 6 pb ee eb OS IN OW H (4°) 
Pe Lee Ob 8 = 0b Se aS CP Ghy re Ge RS Pe ee H V9 
Vi eb ia, L Esai ee | eco ics sy Ee re OWE Or Gh Bhs bb Osh SNe A H 09 
Ac Ma ol ee: Pa eee | Re 8 aaah nas i en tet a ee HAG AAS et ea SIR ee SE, ue NL laa ta nm 64 H & 
Ce ORO SS Oe eke iF seh ee = (+ - = bo Be ASR SR Ob Oreity BS ang IN W O*W : 
AMO Fs 6b Sow S ek rep a cee yaaa 1G GE NER OORT Ob ea ok a ee Be eee ey H LS 
MO. Ob Spe. Oo} 6 ati Ce So ree ue eG. ccuep Oh Ob hb ibe OL abe. el a pamayc: a1N H 9S 
oy Lk Be Ss L os an er CG Oe PO Oe Se Nod H gs 
yY G fb Ss € YF S bee Geen Pe st = ES aa SL Ok 8 SE Lb a Nh vs 
ch Ss: & GS Je rf ae bie ae £2 L8G. 8h AL Sy eb OG ON H es 
Pr fF + GS @ ih mn he Get ee ee og. SO e < OV Sk ak ey 8 8 N W H 2s 
Os RO ede g SUSU Cte Ri SS oe 0b OL Oh Ob 2 8 Ok. SW cS) VS 
Bebe) Bk 4 beer S - = So Se SNS Br SR on a OR Sk Ree ORG N 4d H os 
aS Sb ei Qh Og 8 baie pet arg tee Sa FO SO be ob OE BY AD en ns aye ois ad H 6v 
STR gaa AI Seo» See 9 = be aS er SCR Se hb CB SV 86 Ocean OW H ev 
alee? Solange Saoeteety ARNE Zz ete a — oS Se be BS eS eb OW Ae eb ign aor IN | Ly 
Sead le aR eting © nae 8 nes Ses Yee ta ers ere ere Co OGRE OS a i Bl aire Ae aah ieee aN H w 
GC) Gl ¢ 2 4 0 = fF SS Ve a Se Oe Ob er a SG ON H Sv 
Ve ® GF 8 es v b> . s0 = 2% = = ¥ € 06 € G6 8 §€ G8 6 MW J H vv 
Vb we 2 8 o£ v — so = = = = £ SG 2. Fs 1 0 2 242 2 NO. OW H ev 
€) Sb © 2c PY b — = SS oboe. fe hho ee Se Ok Ok OWN H ey 
So) Wor 8  s L Ve ee qd Ww 

IN H# LO WS Od dv OV ivi 4s as gg a+ H+ 1S OV dH AT HO NO XG IM NI IS WW XS” va 


VS Od dv OV iva 4 ga a+ H+ 1S OV dH Al HO NO xa IM NI IS WW XS va 
“pappe SULUN|OO 


MOU OU UjIM ‘AWS OU} SUIELUSJ UONEWUOJU! JO Busi] 8} ‘SoUalo Jo Ssejoqns e aie Ady] BdUIS “SoLA|O se AJ@AISUd} 
-x9 se pasn aq jim Aaul yeu AOI] SSB] SI 1) BOUIS ‘SHuNSs! OG UeAIH AjUO Sue ‘SOLIAIO Jo SsejOgns e Huleq ‘spiINiq 


sainda 


zs 
& 
TANS 


aN 
| 


C 


wi 


G 


“a, 
ssa ((( ( f 


‘ 


= 
i—4 


NO MMNMH 


ee ONY OR OT TP ORs 
errr er eww ss ce Se Se ewe ccs 


oyyso ys «© 


2? F 


Omoyson sw 


t 


23S ocr res eee TOTS 


q 


tan 
oS 
BOSS 
+Htwewrewwrwrseccco§ 


za 


be PN ORG 8 fay bib Sa iia ge 0s Bonkk\. & “Cree © bh Gb 8 ek 1 J H 
ai v ett 3 rad elas = rh Be Ge SB. 2 or ORO bb ch 21. W H 
b £ € £ ei vib ca et ie = Boyce. fo) Sheer Ob. bes OF Sb ONT A H 
b ae) z ee bib a) (US ee aii =a ¢ 9 b 8 Shik bho ZL eh NI W S 
Sear ie! b £ Rae a eae ie ce % vs —Ol- 8 8 Ob Wh 6 eb JO W H 
b G03 S ao We See ee ae GO be oe ck Se Vy ee 8 9 NI W | 
c. & b b = oy ce = oe Se BG 6 8 Ve. aT OWN H 
r 28 4 =o ME ee eo be So ee Ob ok vO 8 th Ol WO 
Le b OL ee Fe. ee a foe =f fey. vb Ob OF o 20 We OF 
C985 Oh ob = OY Ea ee Sat a Pisce ee Ors Re VE eh VE vw 2. UW H 
| RN 8 S Pa hee ea a Cec ee Vb Cb ORR vb IN W H 
b S S 8 ie bib eat | ia Hi a [ee Re nas OF 6 6 6 bh NO J 7 
S £ L b a bib eae te a GG b Ob Sb ZO 8 Sb ONT d H 
8 a) 9 mn bib perms Ware Ge = ooo LOU. Pee Oe LO 8 bh ON W H 
he Olt A on wee ree = Os SHO ie Fb £6 OP, ee Phe Gh yO. 6 bh bO/l8b NI J H 
Z S36 g elk Oa |S Beas = Sa eee Pee Re OU} vh NI OW q 
ee a | v ae eer 4, a ae aa ee ie (Oo eee Ob bh 8 ch ON OW H 
TAN Sea 8 = bib Boe aa or ee 9 eon NR Pe OY Chi oat. OWN H 
a £ TSS A | ee ai = eG Fe ee ee ek be oe Sh. 30 A co) 
a ee Re 9 are veel a 4 Ve ae = SVE. Oey ee aS whe J H 
ara, é S a vib ee Wires ee = CG Re OR GR ORR bb 8 Ob N W J 
Se Ss Oz v =a bib “gs ee a = Ss aos 2 bh bb bh 8 8 Ch aN OW H 
b b 8 9 oer bib eet ae = = eS Din Pe Oi Cue SB fz 90 W H 
b age € pacetge ih se PS = ay. € 6. € er OR MEY Gre Sb dO ON H 
rs Gir hiG € Sa RY Sei oe iam a © ee ee Ob Gn Gh. bk aee eh 90 J H 
Fe ee Ss ee ale Ce eer ire rise S27 ey & he Ob Wh 6 vh NO W H 
GUL cg L Sah ce i ee F536 b Oe OB Sh Be, RIS h SO q 
oe Oo S rr ee Trae me ane ee Oe bh Ob Gb Gb bb eb N W H 
oS 9 pun So EEC Be = ise Ste. 2e Be eh 9 Oe 6 v7) GN. OW H 
b Sos Z shh ee auee a ni ig ee Sats A ot ee See ss a Ba H 
Okc L 9 bib See ac ee BO es Oe La. RR Ob. ek Lb ON d H 
8 S 8 9 ra apeeat “112 aanbecs ra a StS eh (Bi 1G bh 8 bb €b ON J H 
4 8 6 ea i he eating a a I Te | psa | EN AR bb cho 6IN CUA H 
PB L € oH vib ri ee =a Py Seek eur s tras ike ce tb 8 SOT; IN H 
eT b L a kee Sans mere Mer oat ¢ 8 -Ob Z Chee cb Ob 9b IN J H 
Magee € S OMe ae eae a = 66 ae oh a Ve Rh Ob Veo 1 WW H 
LS 33 6 sepia 1) eae ae a = 6 Le Oke ob: he OFS c. SOW H 
of Vs 5 msui ee dis agen ea e Pe ee Es ae Re th 3D J H 
Ci avs b v Te Ole a NE ae rs See Ph Be ee bb Ade es 6 | H 
SS Gite $ ras Por ee = Ee Gh PR Vb ee ee ok Sk. 3N WN H 
j £ 4 Vv = Ge = ahs ae ear € > ss Ob. 8 fb fb cb €b v6ieh NO W H 
L GEG L | ala cle Se ae re Oot CCl Ve bb Ob Bb 60 Oe GEIB SN H 
So) 2% nO c a bib ie he 4 aS ae ania‘ bb Gh €b Gb Ob Th OO A H 
LE ut b € a vib Rae = aie Crs hee RS 6 Ob Ob. bk a Ob vb ON W H 
\ See eee 8 = bib As! ase en ae = AST, | Teles SER Rh: sea | atten bh Sb 9b ON d qd 
e fu 6 Ee ee, Pi > 5G pee eo ee Pan ae | ee | ee] aD oN H 
Bice ae 6 = Sle Vee Ce oe Vey Oboe ge tb 9 «= Y eSeh COUNT UN H 
fe Ss v mS io ee 2 vo oy +f 0b. ee vh SN W q 
Lk b 6 wae 1 bea ae = ©. VE <0) 8 th 9 9 6 Ob NI 7. O% 
ee aa £ pen 1) Baars iz eR a A b Oot 8 Ob 8 bb N W H 
VS Od dv SV ilivid iv# a dd d+ H+ OV dH AT HO NO XG IM Ni is Ww xs _ va 


"MOOSGNVH SHSAV 1d 24} Ul Puno} aq Aew s19}Yy61 Buluisdu09 UO! 
-BUUOJU! JOUUN “SPUNOI JO JOQUUNU/SOYLIS JO JOQLUNU Se US}JUM SI SIU, “SPUNOJ S9jOLW JO SALES & Ul BOUO UBY} 9JOW 
OyUIS 0} IGe aie S19}YBy JOAg] YBIH “ULUNJOO (SyOeHe JO Joquunu) | VW# OU} SI SSejO 19}4Hy ay} 104 Ayjue Mau AjUO BY 


SYALHDIS 


10 


-NOTMOOR OO 


= 


to 
at @wH at <« 
S 


= 


Se Owe wee wo Te ew eet Creer ee ere cr re Te 
= 


O30 pit os Wii ei 


= 


ONMNTOTO OT ORR ODNDN DDT FONOr es ONNOT ER Se TOTROoovw 
Le 


= 


Lat | 


WOMNOONT ONSET DANNOR KK NOODMOOMs ROR OTONTOR TOOMP 
DOASWMDANOM DNNORORORDOMOTNOMNOAO OTDONRERODNMNWNOTS 
TONTNE MD ODNNDODONRAONNDOTTDNDO TONNONMTOO- OTON 


< 
7) 
9 on 
% 
< 


ov ivi 


Ze 
bib 
bib 
bib 
cle 
bib 
ze 
vib 
bib 
zie 
bib 
ae 


bib 
vib 
bib 
bib 
bib 
ze 
ae 
bib 


iv# 


i 


OTODNOMOSE SK ST AOMNDDK ME NREHYN<- HOTM 


) 


= 


es 


Al HO NO Xd 


‘J81] SUILOVYVHO SSVTO-ILINW 89S = 001-26 


eee 


- 
=< 
Sqoommnonorvoeosa 


% 
2 


ch 
cb 


OSs/8) 


vb 
eb 


N 
IN 
JO 


ie) 
sO 


wi 


Lee) 
a ee eee 


% SSuSS5u Sueur uuus Su S Su S Suu SSSu SSSSSSSESSu Su 


v6 


11 


§S!| SUFULOWAVHO SSVTO-ILINW 8285 


ob XA ré Z 8 8 b+ =. ¢> = = Lb Ob FP b vl Gk Ob 6 Sb 8 NO | H 

OSs vb 6 9 b 8 6 b+ See = = &..0b:Sb -2 bb 6 9, vb Gb 8 - W H 
ob ob v 9 6 S )+ ER OP = = ¥. OW 2.26 6 6 i. 9, 8 Sli cb. NI W H 

cb ve £ v 6 o oF =e. = = Ob F re 9 S Ly ck Sb AL N WwW H 

MO vb be 8 v S 6 CF b> > = = GS Qb 9% -Ol bE €b 8b 9 Gt chk 2 4 H 
Gb 4 b € 6 9 Ct — fo = = b Ob ¢ é Cl OF ££) 2b OF fb NOD. OWN H 

eb Ob 8 Qs b 4 b+ Bape So = = kL Ok 4 b 8 Chol bb Ok OF JN 4 H 

eb 0g Z Ob -£ S b+ ee = = €-.0l- 46 9 8 Sb ob 6 So) th O1 3W H 

vb 9 L e OL & )+ co ta = oa 7 ae ee 6 Vy Ob Gk Ob. SE JD 4 H 

fb 4 o 8 L 9 y+ ie = = i oS CO. Sh g Sb 9b Sb Sb bh ON W H 

d ‘OS eb ip. S £ Z 9 b+ =F SF a = o. OF. Ge “eb £ €b Ob bh Gb bb IO 4 H 
v-b b € € vA € y+ E @o = = b Ob GS Zz kk. Sh. Bb. € Sb 6 JO OW H 

2S vb b 8 V Z £ b+ =" 16.3 a ea YOY ve. 6 OL  €b. Sk. by Ob. OL JN W H 
Lb Z £ € 8 (oS grr ay eo ea wt Mla eee Nae cs 1S £0 ee eS GL Ol Bho Lb Bb LE ONT OW © 

d Sb v b L b v + he = is Vi “0 to —8 Cy 8 o- Ob Le -0b ON WW H 
Gb Ob S 9 8 v + mene fae of oe Ob aay 6 eb. 9 Ob Oke Sha Sha OO d H 

d vb OL. 2s b b Z b+ ae = 4 GS OFS) 6 Ve 9b. Ob Sb OD N1 a] H 

ta] ob £% v cA € 9 y+ ee coe = rae 0b 6 S vb 8 2 ea Gb eb N W H 
S-b b v v S S e+ = Pr = = © Ob .-tk 9 eb bh Ob fb 6Gbh eb IN W H 

e-b b € 9 LZ v b+ S a = = © Ob: Oh 9 fi: Vie “O° cb ~Sh 6 N1 W H 

eb Z S S ra 8 bt — arn = . iho c Oo & fF S&- € SB Gf. GE g N F| H 

vb 6 8 9 Z € b+ = 4G = = = €. Ob Sb.S fo) 6 oF Vb Sb i OD W H 

vb 8) b b £ 9 a+ = Z- _ _ B= Oh Sb. al Ob 6 Lb. ft Sb Ob N W H 

W vb be b b z 8 + te aoe a bess ook Wt. v bb 8 WW CL Lh 9 JIN W a 
Gb Lb Oh Ober: € b+ — Z- - = CO We L. Ch Vb Phe ee OR Obs aN H 

ch ve € SG S L pt — Z- — _ 0b Se j 8 S ov 8 7 8 IN OW H 

wh 9 ra ra L 9 y+ — Z- - GO 6 v 6 Ov OE. 8 Sh Ob ON GoW H 

W'a‘a eh rar b g OL ra p+ -—- Z- _ - € Dh 6k 2 £ 8 Wes CV GS NON H 
eb GG b 9 6 4 b+ =o = = c= Ob ..8 14 8 fb Ob @b Gb bb i 4 H 

vl a 9 f OL 9 p+ —- Z- ad = S ‘Der ie ¢ Me Ch SboOSb Gh: . 6 NIT W H 

MO ‘OS vb ob £ A 8 £ b+ = Gi s ad Fy Ob B.S 6 9 oF fb Gb &b N1 W H 
v-b yh b b € V b+ a BS es = €., Oh Jk. > Ok Gh ok -£ Sb ab N W H 

S-b 6 8 S 6 iS] y+ at ee im Bs Vy Ob... SL. — 8 eb We Ob. PE Sp _ Sp 71 d Sy 
Chee eg Z S 5. me Fe conta es COR Se Be Ol Oy Shae Nl W H 

Sr Ob b € L b b+ — Z- - _ SO Ob. Ck 6 9b Eb Gb OL ay WN H 

Gh Z 9 6 S b b+ ro — p- Coe 26 4 9 L Ob ok Gb 9 OF H 

vl €b 9 OR L p+ — Z- — - € OL: VE 9 OP Ob Ob Oe Gy eg NIT W H 

d‘d‘MO €-) € € S v g p+ — Z- - _ v= Bb 6c. <8 8 G0 Se eb aL Oke | H 
v-) OL b 9 v g Zt+ — ¢- _ _ Cs Ob. 6 € Ob 6 Ae dh Sk. OL So. IN H 

9s S-| iz 9 b v S + 7 _ ee Gc - Ob 02° th €k Ob O° 9 ct. 8 N W H 
a‘MO vb S v6 b Ob 9 b+ = c= _ = vob Gb 6 6 S ov vb Sh 8 ID W H 
v-b 8b ya 8 6 Z et =.- Er = = COR". CE i.e Ob. Gh-. 2b. Sb: Sb. ay 71 W H 

v-b ob 8 b 8 Z b+ eS se ee ] “Ck = S 4 6 cr. . Gk bh Gb 9 N1 d H 

Gb Lb £ 6 8 € b+ ieee a = Ce cObe So- “9 wb 6 5 UE 0 Raa gered | "Ea Fa) d H 

W Gb Lb Z b c 8 b+ eG a Se SOV eb wh ck <) 9b: che Sth og a9 d H 
vb b 9 b S ra + = 26 = - C50 Pb 9 Ol. Sb. OF ch oS) Vi Sl OW H 

ab eb 9 é S 8 b+ e+10 C= 33 = © 6b. 6 Z 9 bh. ooh Ch: Gb 0) DD. UW o 

vb eb é v b £ b+ Ges = = yO =e b Who o£ Ob fb Sb 8 a). H 

IN H# 19 VS Od dv SV Ivia as gg d+ Ht 1S 93V dH Al HO NO XG IM NI 1S iW XS va 


“woy} HulAe|s 0} pasoddo se sjusuoddo sJ1ay} aSNjuod JO ‘AAIBO 
-Op ‘YOIJ} O} Al} USYO [JIM SISIUOISN]]| “JUSIOJIP 9Q ‘YaAeMOY ‘ABW JUdJU! JAY] “Ue ABU} |Jads UBsOYO AjjUSH}9}U! PUe 
S|GeINS JSOW 9} ASN |IIM S]sIUOISN||| ‘osje a1ay Ajdde asn |jeds Jasn-o1Hew jnoge sejou ay] ‘usAib ase sHhuljs!| Meu 
ON ‘Si9sn-o1Bew 10} }eY} Se SWS BU} SI S]SIUOISNI|! 10} a10y Pa}UsSeid UO!EWOJU! ayy ‘Siasn-o1HewW Jo ssejo-qns e sy 


SLSINOISNTI 


13 


ees 
= 
Se See am 


SsoyWON st 
OMNsTO0MDOD 


( Ven a ae 
= N= 


VFoTOTOTOr 
NNNWM SO = 


eee 


TT 0 Pee TT ROT See 
Swe TrwTe Ss TTC Ce Se ST Sec coc eo eC eS Se 


NrnemMno oor 


eS Sa ere eT SS Se See ee re 


zVIy9 


v 8 8 Z ce = = = ¢ OF 8 V9 &= & kh go 6 
b S b b ae ae ae =e se ¢ Ob 8 Cc .6 6 cy ab Sb Uh 
v S c 9 = Be Pe 7g) = S Gh ye vVh £ Ub LF fb Ob 
£ 9 (s t aE — = = Vv 0 a4 8 Oy yb 6 Cr 8 
£ $ 2 8 = Se sas at S Ob ve 6 6 0) Whe 6: We 
9 9 b 9 = Ta ik = Re e. Ob te 9 9 6 6 8 ieee 2 
9 v v e = rye ie = = b Ob 9 é ch ob 8 vh «vb (Ob 
v 9 9 c = ee oy = ae © 0h hb 3G 6 bb 8 6 cb O88 
8 v v 8 or Be Bs ER ee o- OWe. Ob 28 9b OF Bb Ob 8b Lb 
z ra b 9 = b- i a = © Ob Ob = 6 Ob 8 9 9b vb 
c 6 v S ee Pree eK o St oe VE Ov Ob a 
b 9 6 8 ee se oan Le sh VO Ob ck Sr Ob 6 8 St 6 
9 v S £ ae gon BE i = € Ob OF § £ Vi oy eh, Oh 8 
8 € 6 v = = ae ae 25 © ab Sb S$ 6 eb 8 OL ch 6 
v b 9 9 os eee ac a au gee 9) Aanah) Baal’ & g feed 8 wh 8 
L £ v b oF ae 7 iz Yo OR c be Fb Obs Db. Bb Ob 
v 8 Ob b ar b> ke = sa BY Ob 8 b th kb. Gh 9 9b Obb 
v v Z S b- a a = Fae Fee b Ob Seb ik 9 6 
8 b b b = ee i yt ea é Obh= 6 v 9 Sheek. Y Wb ae 
6 v 8 9 ns = Se oy om bar Go j Ob 9 bh Ob Gb 6 
b A £ ‘i Fe ke mm = ee oO): 08 vk ae 6 ce 8 Vb Gb 
9 v g 9 sf eae ae = oO Oe Sh oh 8 8 cy 9h 8 
. ra S e oF, ie a aes = oF © Ol. Sp  S Ooh Ce Ch vk ot 
9 é ‘ v ee see a = vob WW €£ Z Cho by Sk CGk GS 
b 9 4 L a eae = en Ce 9 8 9 YW 6 a 
S 8 S S a b- = = a Sc 0b 8G - Sh <6 6 bb oe Ob 8 
€ S 4 € = bo r= BE a S$ Ob cd -6 Cho ok 8 L vb Ob 
9 Ob 2 9 = = ee = = 9 OF ce. tb. 8 bh 2 bb fb eb 
4 3 b b a Scheie on re 20h Ob. & 6 bh bh 6 €b cb 
S v fj b =F ie is a ar Vo OF 2 b Wh 8 Ob 9 Sb ob 
va S b 4 es pes eee ee ii ee ae S b ce 8 cb ch Fk. 8 
ra A S 9 - Euan donee a ig S< Bk: OF: 36 Ob ck 8 Cea ee 
L I é 6 Ls Foes ne es aK Ol  € b Z 9 cy cy 6 6OGb 6 
8 4 $ 8 iy ae ee pe Si eo 0b Ob 8 i kel ARN « Be 4 ia 
cA 4 b a a ie is a So Ob we... 6 Z eo ek tbo 8 
9 v £ 8 rs eid: = i c. Ob 6 v Ve Che Ob Ob be 8 
ie S c S =a rage Kein ie oa, é "Oh. 6 4 cb Ch 8 ce Vb C8 
<4 6 oY. ¥ om ge Ta, = = vO StS & Ob cb Ob Lb cb 
8 8 é € 23 Sines ie ne G Obe 2b -0b:. Sh: Uh ek 38 9 8 
b € ZL v = eae ra i 9) 30W 166: Sy Shir ak 9 8 9b ob 
€ £ Obs = a Sewer Sou sy “es bo Gt b 2 Sb Sk 8 bh 6S 
$ 8 S Ob = ae a Mee b- OF € b oO Veo eh Fk 
a 9 Ob... ¢ ee ae us cea os 9 Ob ce ve 6 8 9 hoe. & 
A 9 9 A = Cr oe ee ee b Ob P 4 Ob 6 ee ob Ob CEL 
S € € a a8 See ee So) Ore 8 4 ae Z a oe ae 


vS Od dv SOV Iivia as ag G+ H+ 1S OV dH AT HO NO XG IM NI Is 
“s|Jads 4194} pue ssasn-o1Bew 
Buluie0u09 AqIND SHALSVIN NOSDNNG 2} Jo suoHoes esou} YIM JeI|IWWeY aq OS|e Pinoys WIG 84UL “MOOSGNVH 
SHAAV 1d 2u} Ul puNO} aq Ue*D sjjads JIdy} JO SUOeUR|dxEe PU ssEIO JaSsn-oIBeW au} jNOge aOW| ‘|aAQ| Jed s|jads 
JO JOqUINU 94} B}yeoIpu! JOU S9OP nq ‘jseo aq Aew yey} |Jeds jo Jang] JsaYyHiy ay} SaAIH Hurst (GS) JeAeg] [}ads oUL 


‘uolyenyis 94} pue}sapuN Adu} MOY 0} Hulpsoooe ‘AjJUabHI}E}U! s}jads 
Jay} asn jim Adu} pue ssosn-oiHew jo oNsuajOeieYo e& SI soUaHI|a}UI YHIF] “Bd!IOYD ayeJOIP 0} sjjO1 9dIpD Buimoyye 
JO pesjsul jseo [IM Jasn-o1bew pasejunoous AjwWopuel e yeu} sjjads ay} JOsjes AjjeuOCssed Iq aU} yey] pejsebGns 
SI] “S}JAdS Jo BdIOYO 4I9Y} UO SAljS41 JAMOd JIB} OJ ‘ajPUeY O} SI9JUNODUA JNIIWIP JSOLW BU} Sdeused ae suasn-olHey\ - 


SYgSN-SlSvVIN 


uu 


SrwEESezerrrrrreTEreErrr rit steerer Sr rst stssrss 


44 


Loe 


OuunrtSSSu.sSSSsuSSSu ss SursSSSSSSi. S525 SSSSESS5SFE5i15 
tu 

ete ruarrsr 

=-ANMTNHOR DOO 


< 
< 


§S!] SUFLOVAVHO SSVIO-ILINW 89S = 001-96 


Gb Ob € r b i = a ee IS = © OF St “=O 24". Ob Sze pS? IN | H G6 
v-b 8 8 8 z v “ i aaa eerily bee Bie Bb, Abe ES Ob iO be etd. "Gy Shoo \1 W H v6 
Sb S b 9 (0) a | = See ye = be Bho ick 2° S. oe Bh ldbeo db, Ghyrc Bhy Sh DOWN H €6 
v-b vz 8 S 8 b — ee ry 7 ba20h€ b ObGk +. Ohi Shao Sky ah OND. OW H 26 
d‘M ob Lb ZL v € 8 = ta gat erate FO Gis Oho RE = OO Rb cele Bon Obs Eb yo Le IO UW H v6 
MO vb rae € z rd v = (254325 5 Ue ef G8 2H Nd H 06 
d Gy é € oo. 6 ¢ = = = = 5S O- a. -é6 ce ike ee OF Ce INOW H 68 
MO fb 02 € 6 8 g = Se © OF t¢ Ot 8 Wh bh bb Sb on OW H 88 
MO eb v v z OL 8 = meee es SS 0 VC @ 82 oF 2 oe 8 NOG H 48 
vl Zz S 9 g 9 = =e SS CO a 8 1 fi ob beh EY OU IN OWN H 98 
eb vb € 8 rd S = sey ee, ee a So OL ee oS Be ah sey Obs ek: ube OM | | Se 
v-b 6 b 9 3 9 = Pe ee SP Dee hae) SB Be, Rs ib OBI CEB i Bie SR CRN H v8 
Sb 02 9 € b € oe joe et Se Fei y Oh ve b o. Ob “th 9 MH 8 7 UN H €8 
v-b (ad S v 8 S A bee sia ae Be be. 6 Ob yee, Oy" BO Chi 6 JO UW H Z8 
Cb bb £ 9 Zz L a ea) suerte hie <<" 9 OW Ge. Sh Ze Bie Ob 6s Pe bE ONT WN 4 8 
vb OL £ 8 rs 9 a Se ee eS GBF OC. 6 OF bt 8 fe 8 SO UN H 08 
dau Sp z S b S c = ee ey eh a ee ee A er a N WwW H 64 
MO vb £ £ b 9 v er Me ae ee ee be E ib 8 eh Oh IN OWN H 82 
OS vb 0% S v v v b+ aie As _ =— Ob "02. ~Ole Obs eh ee 8 o OF Nic W H ZL 
MOR OSb g Zz boy Si ee Ok OS Oe a ee Oe H 9L 
ob (ad b Zz 9 v ie Sate eee ibe 2 Ob Ob Beeb Ob te OR GRE) | H SL 
Sb 9 b 9 9 v = Saad er es eas a 2g. eB, seh a eb Bk Be a8 N W H vl 
Os vb ro) 9 9 b € = pe ee ee ere £ OP GW 9 OR eh Ot 8 Shh Sal NS d H eZ 
Os ob 6 v S € S oa Sree UA Nee SOR ge Or Be ee Gre Het i 91 d H cL 
Sb 9 1 S € L =F ee ay in dad as be! OD GE ae. YE Pir bb Sb 2b N W H bL 
ob £2 S 8 9 9 = eS ee ee a OF ey RO Raa Ok ee eg N dt 3% OL 
MO Sh 9b S v 9 S cf Eg a oe ae © Ob 7 9 eb Oh OF th Ok ON GW az, 69 
vb v 9 b Ck = ie EIEN EG, oR Vo Oe 2k Veo Sb Che be NT W H 89 
vb OL g 9 c a o eck oe = ee C7 Ob: =F Ch <8 ce «6Ob 6fbC 60h) CODN 4 H 49 
OSs vb ob v 6 8 9 = Ene os a a GS Ob 6b -6 Wh bb 6 6 Pho Ob": ON d H 9” 
W vb ve 9 9 Zz b = Se apa a = Bo Ok Sick BEE Oe See i eb 8 N1 J H S9 
vl Sb Zz b b € = mee Tipe A ir a BS Obi 98 oO UCR AE es Ok Ge wee Se. OWN H 79 
Os vb 8 Zz 9 9 8 sj SS aH ee Be! Obs her Ae = Gr Ob Se" cere ek ig N | H €9 
MO vb ev v 8 Zz 8 ae niet =i Te ie o Of) ce Zh. OF; Ob WY Gk” Sh... S 77 60UN H 49) 
vl 6b € S b v Sie ve = = Ob Ce = 6 Ey aimee oie © SM © | Ss) <3 | H V9 
M eb 6b b rs 6 rd = re Se ee oe ee be eh Poo ee tee tebe Oa AY N W H 09 
Cb 9 9 b S iL an elas Lon ber v..OF be -8 9 or 2 6 hae 71 d H 6S 
or ve uA ee 6 9 ~ Mey es scl Ons € 0) th) 9 bg eee, | Eat 8 6 Be 30° WN H 8S 
! d £-b G ra v vs sa Seas = = © OF. 9 9 8 8 Mi Oe Ph 6 ON W 4 ZS 
Sb ve g S 9 € = ie ee ie, Ob eh LO Dene Ve oh 8 ID ld H 9S 
Lh eb b 8 (3 ae rs aoe feos a B50t. GE OSE Be Wwe oe WY ON OW H gs 
v-l eb L v 8 v — Selina aelinialt «05; SOE Ge OS ES Sh Ob FOR eb che: MOS ee H vS 
u‘d'd eb v OF ue v v a a par ge “ole | a Sia he 2 been eo. Ob Ss eh J H es 
vb b S rs v if = ES St = be OK OR Sh eRe ee A SN H Ac) 
Os Lb eb Zz 8 S 8 oa Sel ea ga ai Ob Gh 2: Cia Se Ob TER. Sho BE eye H VS 
SL 02 b 6 b £ = peas scree 29, & ¥° OF 2 -8 cb 6 tL Ob Wb 8 ON W H 0¢ 
M vb (Ay cs x be vee bo lerietgZ ae = oc... OF -6 z Ob Gb cb vb vb Ob N W H 6v 
Os vb eb £ 9 ‘fg x ee ous am Ub 6b bb Ob fb 8 Sy +h SI] OW H 8V 
Cy 6 9 v Faso 4 se een ate cae: ag vOF 6b 8 8 tb ch a oh ee JO. UW H Lv 
VL g S L £ £ = Se ee Oe eh a a eee Ob Ne Ww 

iW H# 10 WS Od dv OV livia as 9G a+ H+ 1S SV @H AT HO NO XG IM NI 1S TW XS’ va 


45 


i ae ee ee ee, a ee ee a oe en ee. ce ee ee | 
et a ee a ee i ee ee, ee ee ee ee Nee ee ee ee ee eee oe 
S50 Sk He eg ae Se et ee PB ek ih oe Oe BE 
ee ee ae ne ee ee A Zee eh i 
ee Ta aa ee a ee ee ee ee ee a ee eS Ger ee 

ee ee ee ee el ee ee Geer ee a ee ee 
=. 5} # ©€ 6  &@ Gh = Sh 4th Ok nk lke eee ee 

—~ © + £ te @ &@ &@ - B41 wm wt ke Oa te Ue a ee Oe 
ae LT ee ee 

~ S 6. BOF ee Se ke ee a ee a tO Oe ee 8 Oe 
ok OF FeO eee Se a eT ee oe ee Oe Lk eh ek a ee eb 
CS BOR Ee ei ea ee a a ee ee 
ee a ak a a i i ee ee tomy ae a eS ee ee ee oe ee 
Aces kOe OO Oe de) 2 ee We he GR ae 8 ek ere eee eh 
ae oe ey ee ek Oe ee oe a a ea ee ee ee ee ee ae 
ee ee ee ee eee ee ee a eee ae ae ee 
ee ae ee ee ee ee ee ee 

MO CFO Ro Fo 6 8 oe ee = ae ee ae a a a oe as a 
ee ee ee ee ee 
ee eee a Oe ee ee ee ee 

MO: = wo... ee: fe. a, Se =: OF LE Pe Ph ek BE ee Ob SP Pee. Bb 
aoe Med ees ee ON te ee ee ee ae ee ee ee ee i ee ee 
he Be RS Be a a eR Wa ae oe eb ee 

ae ot eek we ee fae Gh ee ee ae eee a ee eee aed ie ey es ee ee | 

Me ee ee Be a oe ee ee ey eee | gee a ee ee 
ee Ee eo ee ee ee yee de ee eel ee et ee ae ee ee ae ee ag ee 
ee ek Ow me Oe ae ee ee ee kl ie a ee 

Yo ee a i ee ee ee ee ee Cree re 
ee ee Oe ee ee er ee 

WO Se oe ee ee a ae ae a a te a 
a Oe 6 Me ee Oe Oe kes — kb ee. We Ph BA Og bbe oF Uk Gb eb ee. Ob 
ot pee ae oe ga Re eh be eee a ee eo be EE Eb Ohl ae 
Bie. 6, a. ee ee ge Oe a Be. ce ay ee: Mee et ee ng ae 
= 8. © 8° Re Bes Ob eS ek ee ee ep he A oe 
ee Ee ie Cae GMC eee kee: We eke Ges ee a ee eee ee ee 

WOE PEE a ae a ae aes ae OR ae eee ee ee 
ee ee ee ee er eee ee ee 
oe ee eee ee ee ee ee 
ee ee ee ee ee oe ee 
ee ee ae es ee ee a 
= ee Oe Be ee Oe Mee) Me Sh Ee ee Bh eb Oe Bee GE 
oe pO eR CO GE oe Ok Ee a oe, ee eb eh oe 
= he Ge es. eo GR eke a Oe a a a Se 

RS POE i Oe ae ee Re ae Oe ee pe ea oe SOR GE ee et 
i Pe OR ee ee ee ee Oe ee ee ee ee ee ee oe ee 
oe oe ee ea oe Oe ee ae 2 eat 
~ 1.8 (40458. Bm a Et oe ek ee a ae a Ae 

ee ee ee ee ee 
ee ee ee 
ee ee ee 

IN H#¥ LO VS Od dv OV aNS SH SW IVa AN &S VO GO GM OV dH Al HO NO XG IM NI IS 


“pajsi| Ose aye esau} ‘(YAS) SsoUeYO asisdins pue (AW) Sayes JUBWSAOW JeIOSds SAeY SyUOW Sy ‘PUY UsdO 
Buny6iy ueym punol sajaw Jed Syoe}ye JO JOQUUNU 9} JO} (WO) SYOeNVW PUBH USdO puke ‘}00} 10 pueY Uso 9U} YIM 
Bulylujs udym suop BHewep sy} 10} (GO) ebeweg pueH usdoO ‘uodesm e yjIM sUOp SHewePp e1}x9 SU} JO} (GM) 
ebeweg uodeaj, oie shuljsi| asey| “uooes jeIOads e BAeCY SYUOW ‘UO!eEWUOJU! YEquIOD ;ELUUOU SU} JO pes}su| 


SNOW 


16 


Ree SSS SS SU ee eS SSSse eee su ss. e eu ssss 
@oreer rrr cre cTeTTTI TT rT EeTeT LILI I rT Terr rrr rrr errrrrrrit 


< 


17 


HS ‘S 


OS 


Zz 


ey 


Tt) 


Ss © Bowe ot 


€ 
g 


- 


= 


v 
€ 


oa t+~ oo mM me t+ Oo & F&F 


oOo n~ 


SOF RN UN 


8 
A 


ono OFlCUe Oe Tt ON RB 8; 


= 


~~ ~~ ew! 


8 
€ 


VS Od dv SV livia 


dS 


SH 
as 


ee 
aS 


SW 
aq 


Ian 


= 


ono oO 7 mMOCUCcOmUmUMTrLCUC OUCUhHCLC hHOUCcOUCUChFMhlC(C(COCUCcOOUUCUCcOUCrF.)hlhlUhO 


bo] 


8 
ov 


bb 


Ov 


s] 
dH 


ODNMONYMTSTMMMOMITMOTTNONO<- -WHM TH 


= 


ZT ANNO NNO IOAN = - mo 


“i 6 
id 
Sv 8 
aie) 
oe Hk 
HL 
Te ae 4 
HL 
iy vt 
NW 
is 8 
HL 
id= 8 
HL 
lib 
ae) 
9 
dd 
NN Gb 
jd 
NW bb 
id 
NW Vb 
HL 
aE eg 
HL 
i Wasa 
HL 
6 
HL 
da) Lb 
HL 
tS 
HL 
i 
NW 6 
HL 
1K eta 8) 
TO 
Sa iL 
HL 
id 
NW 
i) 
NW Ob 


6 


eb 
vb 


1 HO NO Xd 


Sb 


Ob 


vb 
IM 


bb 
Ob 


(Al 


Lb 


6 


9 
NI 


“SOSSEIO SII JO 9UO Ul Paledaid aq AjUO ABW JAJOBIEYO SU} ‘UOIOIOSIP SIG 
SULIV “SIGISSOd J! ‘Sessejo 419} JO YJOG Ul ayesedo 0} peddinbsa aq jjIM SuajOeIeYO SSEIO-Ij]NW ‘pasd}UNOOUS UdU/\A 
“Ayessaoou 
USUM UOIJEWUOJU! JEQUIOD BU] JapUN psjsi; sue SaHe]UsOIEd BHulAsiy| “ULUN|OD ayeudoidde 9uy} ul peyoe}s que 
Ja]OeIEYO 9U} JO S[BA9] PUB SESse|O SNOWEA 94} Jeu} OS Pabuewe S| UOIFEWUOJU! BU] “SpINIP pue SyUOW Jo UONdsd 
-X9 SU} YM ‘SUOIIONS SNO|ASId |Uy} |!e Jo SHulpesy SNOeA ay} SUIqWUOD SsJa]OeeYO ssejo-NINW JO} SBHuls!| SUL 


SYALOVYVHO SSVTO-LINN 


vb 


Bo 


al 


d 


es 


= 


18 


Os 


v- 


co 


b 


b 


VS Od dv OV ivi 


SH SN 
as gq a+ 


+ pt 


dd H+ 


étalon Rear | 


PLOsSINMO St 


Is OV dH Al 10 HO 


b 


S 


b 


b 


Ob 


vb 


xa 


Oh Wh wh JO W &% W 


ce 8.6 aD WN AP 


Sho 2 2S = Me” i 


cy 


“IM NI OIS WW XS Va 


19 


VS Od dv OV IVa ds SI SH SW dd H 
gq a+ 


SYALOVYVHO SSVTO-ILINN 


Sd 
d‘MO 
d‘S 


OS 'v 


€Z 


Sb 


be 


6 
| 


N 


oO N Bee oO Tt ae} 


eo 6 49> Ke Fe 


~ © Bat © 2) © ~~ Ww Gye 1310 © 


oO 
=— 


oN ODO Oo 


Oo Fof .0o ~~ eH Se 


St © oe 


6 


mi oO 


oO 


b 


St Peewee Oo ©o 


oO O&O Bie OO NN Bee} 


IN H# 19 WS Od dv SV 


2 ot YT oS 


ot 


livia 4s 


zx 

€x 

=. bb 

zx 

= ti 

€x 

= bb 

yx 

px 

=. Wi 
bib 

pages J.) 
bib 

zx 

mie KP 
bib 

ex 

= bb 

zx 

zx 

=i... bP 
bib 

Gx 

a Cle 

px 

Se 

px 

= Cle 

ei oblb 

zx 

See A BLN 

zx 

oh Ey 

zx 

sa Lv# 


yas 
ge Sv 
Z - — 
Se Os 
ey os 
09 «99 
eo oF 
v6 Ob) 
gas 
bOL g0b 
| Aan el 
ee. SP 
Sb OV 
se 0S 
9b Sv 
ce = 
€8 G8 
— gt 
€8 S96 
pT Me AB 
60b Sbb 
Vee 
— ¢+ 
a «OV 
8% SV 
— yt 
Oe ae 
SW dd 
aq at 


€ 
£ 
beh SE 
Fi Go fu Sp 
a ees Oe 
= = 8 Be 
rier 8 
y+ Po) 8. 36S 
te nae 8 V9 
= Seed ae A 3 
ass ee ee aan 
= Gi. -Ss “Se 
b 
rey oo 8. 7 
a £. 8: 6c 
wae cee 8 
a b ie 
aN a vy OL 
€ 
a Ce 
its b o.°S 
AG a Z 80) 
Lee cilteptaere 8 28 
) 
kot B Vz 
{ A 
Re L286 
Bars a 8 62 
eS 8 ob 
ae b 8 YP 
b b vs 


Ht 1 OV dH 


eG a 


THT TMOUONMNTNMNMONM << K-“OHWOMTTTOTOonwnNnyrssToOsTTOWO 


SST NTIOMOOTSTE 


> 
= 


po 


Lb 


bb 


9 
6 


Ob 


4) 
Sb 


bb 
6 


8b 
cb 


1S HO NO xa 


eb 


vb 
Sb 


Lb 
Lb 


(8€) 


Ob 
is 


NO 


W 


uo Be SSE 2Betet eg 


u FB ee Ss 2 Be a = 


Ree. ts a 


qs 
S 
qd 
%, 


A 


001 
66 
86 
£6 
96 
G6 
v6 
£6 
26 
v6 


06 
68 
88 
£8 
98 


21 


ob S yr € a bib cr oF = = Cee v Ue Sb. bh. bb Eh Sb (A) 
Sb b e 8 G = Zle or = = eS € oy" Lk SV Ob Bb. OSE eb 
6 b a L = bib ot = 57 Secu hrtig ¢ .. 8é..3 Zh Ob Ob Wb OD (Al; 
he £ b Ob OL = Zle or Fa 75 sel vs v6 9 8b 6 L 5 a cb 
(44 L OF L i. cle or reek ea ro) PS. es PE oe rd eee vl 
1 §& eee v = ee tt = = | SF So eo oa a be EF CU Z 
be 9 2.0 .f 2s bib cr = = et he. S$ Sl OF tk wh by (Al 
fe Ss b 8 L > oe Ch... = -~= = & OW 8 ££ FH 8 8 vb 
b b o 6 8 = oe Sty Se ge = € SE 8 (ee 
bb L £6 9 Me bib Gt bh bt So P 6b. € Lb Gbeseséaa Sb Ob OL 
(£4 S € Ob f > bib e+ = a Fa Mia © -be- Ss yA ais on Sb 6 vb 
OL A y aA v rs bib et it 7 eet ate | eek Sam Lb 6 8 Cb bb cb 
vb S ce 9 Tae Ze or i oe Beth wan Sa Sie Le Eh 8 vb Ob eb 
v b eS Hai 20% Zle Peep | ae NG ea ee GSB sg 8b 8b 8b 8b Ob 86/8L 
Lb 4 ee OL = Zle or eer mate °°) Os) Ge 2. Oh a Vek VR SER oe OL 
9 £ g¢ SG v a Zle i Be a Seas anaes S95. L ab 6 9 ck 6 vb 
eb € ees £ =. ale or ig or See ieee S$ OF 8 ib 6 ch fb 6 cb 
ol Z 9 6 9 as ale gt oe a een 6. . 8S bh ae 6 8 Ly & eb 
S b Cok 9 i ale A oe are seca eus ote £ Lh ch Mh aL (Al 
eb v 9 9 9 = bib ot Ate a See S$ 0¢ ¢ Lb 6 bb Wh 6 eb 
be b b Ob £ i cle 4h cael Bow id SS AD C28S Oy 2 9 fb 6 cb 
b b 6.6 £ = Zle et = bi a by 6°99 Ob Le Ve Ob. CE Sb €b 
eb 9 S Ob L os Zl€ or = = Ss Gree 0 is Zh Ob 6 eb 6 fb 
ve b 8 6 S ‘igo Zle Ae ee Ab = rag) ae CG 28 LES 9 eb 6 cb 
(a 9 9 Ob v = Zle ot Ss Sr eae Races 6a. 28 Lb 6 Ob €b Ob Vb 
8 tA Ok. e Se Ce ee er eee ae ae Sk. Gb Ob eh 6 vb 
oc SO ee £ ess ae Geer OE ae ee IRR Bk a a OR bs Zb 
7 4 bE € aT bib or Gee ogee Sake cae! Cc. Ss Li 6 bb €b €b 6v/8b 
OL S r Sistas 3 € hag ale (Ae iis sa ee ae Ae: eee 2 8b 6 bh fb ob (A) 
(Al Z S$ Ob 6 a Zle yt SOR bE FD e986 G6 6 OL vb Lb 
14 L Be b = bib yt = = = SOS. RS 8b 9b Ob Ob OF vl 
Sb S , 9 v = bib ot = a ne ae RS i Oe Ck eek: RES Zh 
cA ve 9 Ob A = bib er = 3 eee GC be eS Lh) 6 ch O6SbSOO cb 
ve S 2 Wika 3 8 >= vib ot ret Bee Pirie PS ee 2 A BRB fb tb ob 
(46 L aA L it bib cur aie ig Pir en 4 ee vs6Ss b 4b Ob bb Sb 6 OS/8L 
é 9 Sauer S ae ale ot ad 3 Foe Sore Vi Os. 2 LY Ghee 6 1 a | ch 
8 se ae € apna) Cee WE ae ake = Go ae BR OG EE OR LICE 
c 14 Le’ t = bib ot aged Ae aco st Sey 3. § 8b 6 Ch Sh 6 OV 
6 A ee 8 cay Zl€ ct ae a eek aa cw 8 “4b 6 ch tb 6 (Al 
eb Z ar 9 7 Zle ot i ies Saher eRe 8 Ly Gb Ok fb 6 eb 
b 9 b 8 b ia bib Ag eo ee aE ie. es Ab HE Eh OR 20k: ek VEE ob 
vb 9 Bog b om bib ¢+ = = Ea Se KE oS Cb Ob ck -Sh. Ob eb 
eb z vy OL € a+ bib oy cole ae = Fat a cnen GS 8b € a: Oe Be BSR Oy VL 
b 8 yD € 8 Zle ot = = ogi |. y 23 36 Ee PS fb 6 ob 
6 re € ¢ 8 = bib et Te = Ren Sie 4 b Lb. 6 bb fh 6 (Al 
eb £ es S oe ale r dig pte 5 =. 0) Vo -6E* 46 be Shoe & Ae | ob 
OL ¢ b 6 OL _ ele ot ed = a Eve. 6 Ly 6 bh €b Zb ob 
v é Ng 9 = bib CF = or saa) es ate 9 bb he Wey 6 cb 
bb € b 9 a bib e+ ea 2% has ORES Biss b Sb “2b hb Gb Zp €b 
9 Cr es 9 gts “3 Chee ee ee OO BES LS Es Bee Re vb 
19 WS Od dv¥V SV IlIvid LV# gs gg d+ H+ IS SV dH AT HO NO XG IM Ni is 


al 
< 
x 
Aw 


(0) 
—_ 
Su SSu Su SSSSSS5u S54 Su SSSSsSS5uSSSS5u SSSSSSSusuussu 


< 
@PELCLTLTITTITIrTrTrrTrTrTIr rrr rErrTrTrIIrT rrr rTrTrTrTIrrr rr rt rrrrIrTiI6t.t 


23 


“OINYEU Ul [ed19[9 aie sjjads asou} yey} SMOYS 5D au} 9IIYUM ‘ajqesn ||Aads jo |aAg] JseybHiy 9} SeyeoIpul 4oquuNU Bu] 
“9194 papnjoul si (4S) |@A9| |Jeds 10} Bulys!| auy ‘Aqiqe |Jads owos sAey sulpejed jaAej-4ByHIy SoUIS ‘SuUBLUNY POO 
|NJwe 7] oq Jsnu Sulpeyed je se — 9oeJ pue JUdWUbITe — snon\jiedns swodsq (8194 papnjou! yYBnoujye) sHulpesy 
UleY99 ‘SIU} JO aSnedag “Ule}UIELU O} SJUBWAJINbS|l 1S9}OUIS By} JO BWOS OAeY SuUIpeyed ‘sia}YyH Jo ssejo-qns e sy 


SNIGV1Vd 


HS ‘S 


OSINOWTMOT 


ad NSO NFsr Or OND coco = 


AMOOMD NMNDDMONMOMDADN 


b ae = bly ia i ee = ree aan CAG The 9k 6 8b eb Sb 
b S39 oe bib Tae oe = S$ 8. 8 Vee vb fb eb 
4 (= ane a vib eae a 5 Skea B66. S 6 Sb 6 Sb eb eb 
b 6 6¢ e+ bib ct Y V+ tt = ¢ 0s 69 8b Sb “<b <b <b O6/8b 
S ty = vib t= = es Ss. 6 b Ob Sh vk Ge Et eb 
v v6 Zz vib es = Se sae oo 8 b es eb 
8 ,. 8 = ce ye = = +a A ee) 9 Sb OF Vb tt eb 
9 9 .§ = vib yee = re ee aoe: ek oa V9 8b fb eb 
LW 
€ Gir 3g 9 le = he = = ee cer Ok 8 Py "9 vb Ob eb 
v opener £ rs bib ease aes) alee Sao CG SVE, oF 8 bbe he OP Sb Lb 
8 ea Ta he crear = =e OP e698 cb 6Gh Ohh eb 
VW 
9 Pie 'G EG ee = = da GS 29.-0bk- Sh vb kk 6h Sh vb 
b 6: 9S S bib Sie = = v ve -¥ 6 vb 6 vb feb Sb 
v Vere Xe vib ea ae iad eS es ca £ 8 ve fh Mb Ob eb 
b Oo re bib Sect aS Tee aus $ c YP bb Pb Sh Ph SY eb 
S a 8 ae bib ee Dee = es: Coa: 2 Ob. vy Oh vb 9 vb 
b G08 oe aia = eb fs? 8 OF Ah Ch Wh ee eb 
L Se sai bib Tae a ed = Sea Low  ’ bb Vb 6 Sk 8h eb 
S S.3€ re bib es =a Fg fie ee, Z vb bb vb Ub eb 
VW 
b y. 6 = Gh eo Sane i = ya € .-0F7.'% 8 vl ch vb Ob Sb 
j ke € - bib =” oe te vecb ob 6 9b Ob vb €&b eb 
\W 
b ¢ 6 aN = = = =. ba € ww 6 vb vb 8 vb tb eb 
VW 
8 6. Ob a ee rota mm =) VG CO. 36 6 vb Ob vb Gb eb 
b £: * = bib ee oe ee SS 9 Ph £ vb Oh 9b 
cd ee: ct bib pe ies alt eR Se a £ Vb cb Wh et eb 
S e248 ee bib Cast oy Oa ee ¢ @& ct ch We Ob rh eh vb 
9 6 9 = bib | Sage a a Se 5 6¢ S bh Oh fh Sh eb eb 
8 6.9 sy bib ae ae = en ea c 0E Ss Ob vb bh wb Gb eb 
Z 6. . © Fr bib en oat 5 a Sh ee ee aes Ob Sh ch wh tb ecleb 
L ae raid bib aie aa = ete Soee...S 6 Sb Ob wb €&b eb 
L Sc. vl Ae ee = = ibe Rey 8 Lb o£ vb Gb Sb 
b aes 2 vib ee = = sae Ss eg 6 jal | a, Zam A eb 
L RE aie ar Sr = = + € 9-8 bb Vb bh wb eb eb 
(4 LY 7 vib See Sate ae mee as Ce 8 bh Yk Ch Oh OG eb 
LA 
A i 8 =. oF sa ee) on F Cc chou tb Ff Ph SF o 
b Go. s Dus bib a gs = ee Vf ¢ Eh OF © YS eb 
b e £ = Ce eas & = 10 £ Oy 8 Ob vb vb Yb &b Sb 
b ee ae 4.3 wt oe a ae cf g€ 8 8 ve th eb EF vb 
Od dV SOV \IlvV/ ivi as sd d+ H+ 1S 3V dH AIT HD NO XG IM NI is 


“MOOSGNVH SYHSAV 1d 
ay} JO uONOes JeHuUeJ BU} I|NSUOD PiNoUS WG eu} ‘SUONOWISes pue semige s4eGues ou} UO UOIeWUOJU! BOW 104 


“19]0b1BYO By} Aq ajqejseo |jads jsaubiy du} jS!] P9SaU | “S|S9A9g] ||EdS (A) 4aSN-o1HeW puke (Gg) PIMP YJOg 40} SUOITeIASIq 
-ge 91 93J9U} (FS) |eA9| ||ads JapUN soUSY ‘sjjeds jeoIHeWW pue DIPINIp UlOg aSn oO} ajqe aie sJaGHue jaAd|-UBIH 


“O18 P9]Sl| JOU S| OS PUB JUB}SUOD SUIeLUSJ pesidins 
aq pue asiiduns o} Ayjiqe aul, “ayesapow jsnwW WIG 9y} yey} SajqeueA JaUuJO Aq payoaye si} asneosaq ‘papnjoul 
jou sem Bulyoes| “asuduns ul pue Hulyoes} ul Ajqejou ‘ajay pdjsi] 9Sou} Ue} Saltige jeloeds sow aAey sioHueY 


SYADNVY 


ZSu 2uS23555u 


Sm DZEeeeerr rrr £eee 


x 


a 1eei 
=2r = 
24 


S2fuurigeees= = 25 
i 


@teae FIT IrTirTetsts 


Auwuww 


>< 
< 


ID OI See 


A: 
Prat 


4S!] SYFLOWAVHO SSVTO“ILINW 89S = 001-26 


VW 
56° ri ee Oe ee - ze 1+ —- = = 10 G So bb bh Mh &@ Gb Gh fb SO WH 9656 
WW 
4 ek eo pO - ze - - - = € O& 6 @ vw Zh we Ch Ch ON WH P66 
ns ee ee eee es —- vb —- y+ - -—- = ¢ & v OF MH 9 Gb & tt SO 4 I bb 
WW . 
ae of oe - ce -_-—- — =—-16 2 w 6 & Ww 6  & j%C ON W H Oene 
$ ©) & & Fe Fe 8 - ze --j)+ -~-M@ ¢Wvwoeervrvbwn *@ 8 8 HW H Re 
3 i wh & CU Ue - @e —- — 9+ €+ 10 v & @ 6 ww & HH SG CORD 91 W H 9068 
vw a . 
© Pt f fF ee — ze ~t- = =~ tt Bs He Oo H & ¢ OF HM 4 pete 
~ © © * 8 ¢ —- bh ~ — $+ == G@¢t+taenowwe ete 8 O WwW HF aH 
=e fe eS — Ub oe ea oe ee Oe OP Ee” ee eee ee 
LW 
ae OP we Bee - ze — -— pF oe 2 8 8 SO ee ee Oe Od ON OR eee 
IN H# LO WS Od d¥V OV LVid LV# gs sq a+ H+ 1S OV dH AT HO NO XG IM NI JS W XS Wa. 


25 


d‘S 


Se PTO TT OS FOR OOOO TTBS sO yOwo 


JSYONNVITON TT TOW 
Vee ewe cw wwe Te eee ce crc 


=x 
ain 
7.) 


b ££ € © G@ & 2 — oe = = §@ &@ 6 € &€ 8 4 
£6 @ & a -— ox i = = = € & £ 2 BH € 
© € 6 $& 60 GEL ct ox o> > = =— 8 & t & & 8k oe a 
+ ¢€ & & & CG — os — = =— = © PG 6&6 FH 8 & 6 
Oo S © Gb OL OF = 2 Oe eb eb Sb 
ee Ge) OL. 10k = 9X SS GO ee i ee a GAL. Bee, Gut anger. Op 
ee RO BR OMG RE gek ipe i 2. Sere eee Ore PE OL ORE ae ay 
Oo ee Pt POLR Be GS a 5 fs Rass Re Sn oer tc 1 AS AS aee° AL Saag 2 
Ce Ob > OV: 08 me: Seka, eet) resin Weegee. Bem AR he bee oe 
DO 2 6R) - te GO = EX en yer ae a EL, 
¢ 8 Ff G& tt St = ox ~t -~ | © HW £¢ Hh Oo St ou Ss 
S OF € Se St oe Po = = = © 8 * 6 H Ge 
© ¢ © Ge we Se aas — Co = ~ 8 8 2 ye 8 a Oe 
So G © = 7 Es oe ee kG OL a OC 
£8 9 OS oe. ee be oo = SG EL ea a am 
S a GL Oe Oe” ee =" €+/0 Se Se ee ee ee Ob. Re SO By 
Ee SE ee (Ee ee ap —  & a | es TR ig eta a wb et pe URE aR I tr 
GiGi AB Bes. Gea eS Sex a Pi ua a ag ee eat, Be aan ep 
Bate ake! Oe, OS =) & ei ee te A: Ne My eager 4 
Vaal Sian | prea ML = “x Z+10 SoD eMac Vitel A SMS SoS ETT EAN ae ee 
Lo, Le SS = “x ee iS ee ok a a OC 
Ok 2 ¥ @ Of tf ~~ oe ee Sa 
Vv £ YY G& te. se ox — 4 -.)°> 8 8: 2 6 Gh Seo Ok 
i © 6 & Bo be — ox c~ = == = 8 9 Ob 8. tom Eb. 8 
G 2 2 16 “or es — €&& oe eB Se eh Ok 
Pee Se HOG he. Oe — x sey Se Se CE 0 gr Ae ee ne a be ee 7. Uy 
gee PONS Geer Ge Bae py BS Ra Re | Ae cee OE. Th MaDe! ip 
Gx S-. Of --7e ) Gabe Sr Bae Se SS SO Wn SS OP. EF 
Gre 6) £6. OF" *.. 0Rs OR — x ae pet oa OR bh ree Bla Ghee ne 
Oat  -¥ 3 Ob. eb a ie — x ee ee ee ar GN Be ib Oa Obes Eb 
¢ ¢€¢ 9 Oe vOL Oy ee ox to t= = = 6 ech OF te a 2k 
& @ FY CG OG Ge Lt oo = fo, = = 8 Fe bk el a Ok ke 
' 9. 9. 88 20 Ge ee a i 6  - = © eke ee kn eG 
 @€ £ G@ Ge ce ee a — 8  =-— = 8 ©£€ +b UM tt A th 2 
Oo ke wm SS sg — yx -— — — = 8) eo 6 6 Uh oe 8 
wo Me eps aS. oe — x (SS ee OS ee kaon) Pee ea Ub 
6 Se a ES Sees SS =. & Co St SRL eke NOE eel ec abe ey 
¢ Ob Ob “6r - zo" 69 — §X Si pe ee Se GBS Oh bb Osh Ob Sep 
o Ob: Weise ea. Ge REE ee RS 1 he SEE a Sg Gana 
Be iS ps 2206) oO. eae ee rete Nee a ee UA OM OR cP eee Saka oo ee 
oreo es es Oy pK eae Re ee ee oe 
6 OF 0. Se Gh OP fe -— > te bt 8 GS + 8 8 8 oo Oo 
UO @ G€ & 8 & — & cte- -—- = =. 8 S$ © MH & MH ££ 
a ee, 
v OF bv 06 Ol OO ct he et0 &€- = -  h—6GlUlUh le OU OC 
Od dv SV SH SW dd ivida sa as gg q+ H+ OV dH AT HO NO xd IM N 


‘ues Ady} se yOnw se ureb 0} SI UOHUd}U! AjJUO 
4194} uaYyM ‘AyOMjsni} pue jueses|d Bunoe ‘Ayed e ulol ||IM Adu} UBYO “psjsni} aq 0} JOU due ‘dnosh e se ‘sOAdIUL 


“MOOEGNVH SHFAV 1d 2u}u! punoj eq ued sebejUao1ed 
9SOU | “SJ9}JUNODUS WOPUI U! JUPLOCL! P91BpPISUOD jou Sse ADU} Se ‘S19Y Pd}sI| JOU ae ("D}9 ‘SyOo| Hulusdo) Joly} e 
JO SUOI]OUNY JOUJO SUL “9981 pue AjLI9}x9p JO} Pa}sn[pe usEq sey abe}UsdJEd YOR ‘IIIS Yeu} WUOJEd A|jnJssaoons oO} 
pouinbas sabeyu9d10d Sy} die SULUN|OD BSaU} JO YOed JapUN SuequuNuU sy (SH) Smopeys u! Bulpiy pue (Sj) Ajusyis 
Bulaow ‘(qq) Buneyoodyold ‘($gq) Buiqqejsyoeq ase asay| ‘sHulpesy Aue sAey ‘SI|I4S JelIOeds JIU} YIM ‘SOASIYL 


S3ASIHL 


— 


a 
Zier rrrrstS 


= 


nN 


= 


ce) 


26 


Sete rt Or rr eee eer rrr te eee Oat 


eS SS Suse B Su ug ees Sussl pe 
TNMOMTNOOR DO 


<z 
[4 


By 


+ 


Rowuors 


~ 
an 
‘Ot 92°90 


2o+ 


RMON Or OTODOMRATTS ANT ODODDON< O 


= 
<< 


ARAN TMONT COMNMMODNOONOTH TS OORWARM 


= 


— 
nr 


dv 


OTWOO- ON 


4 
CON TMORAMYROTOMMOROWATOMONMANDTO~ 


OV 


Oo 
= 


Rerescccocieesenssseameae2ocscRs 


=) 


SELBILe 39 


BSSLSERE 
| 


Ow 
4 
Ei 


Besee 
2 

é oo N 

ti ttt | 


ris 
Lee 


i. 
+ 


ce 


dd livia 


8 
XY ; 
1+ 1+ 4 


= 
1 


SB Prat 


y..tié«‘é«?&C 


ee al 


Pet | 


+ 


| 

DODDODD ODDO ODD DDMONDNDDDDDDMDDDODDODDNDNDNHDDDNMDNMDDODMMOWM DO 
— 
bol 


£3) 
4 
a 
oe 


DW EK OD OK GITOTARMSOOMMMOMANDAAKRORAT AOE TOT OTONS 


§SI| SUILOWAVHO SSVIO-ILINW 28S 00b-16 
+ ob 


en 


oe << 


TOootm 


fs 
cEeeese 


oe = 
hrm oro 
-T nee 


= 


W 
W 
W 
W 
_W 
me 
WwW 
Ob WwW 
4 
W 
W 
W 
Ww 
4 
; 


OmANDONORRO 


=—N 
or 


> 
onl 


27 


SAGES 


Sages are given two special listings, their major and minor fields of study. The areas of expertise each has in his major field 
is listed in the parentheses that follow it. The spell ability and spell level of each sage is also listed. Note that sages will be 
extremely reluctant to reveal these spells. For information concerning a sage's ability to answer questions, see the 


DUNGEON MASTERS GUIDE. 
R = AL Ss i Ww D Cc CH 4H-P_ SL AG AP PO SA GT Mi 
4 H CE 40 16 45 6. 40 44 24° D3 10 7 8 3 8 R,M,M 
ee Major = Fauna (Cephalopods & Echinoderms, Insects); Minor — Demi-humankind 
2 «8 ee 6.2 44 S:. 22. -Ca 9 5 7 3.°2M 
sani — Humankind (Politics & Genealogy, oer ae Biology, Law & Customs); splat — Flora 
3 H M CG". 10. =. 16°" “43 O12 8 17 Boe * 10) 6 2 2 12 R 
Major — Flora (Herbs, Mosses & Ferns, Trees, Bushes & Shrubs); Minor — Supernatural & Unusual 
4 H M N Oe; AS > 47-43 9 8 24 D4 9 4 4 6 43 OW 
Major — Fauna (Reptiles, Amphibians); Minor — Flora 
BoA Mo NG tS) 68 15. 13 10 40 18 C4 8 4 6 4 Z M 
ee sr el Humankind ‘guar Swap da at eg Minor — Flora 
to ee | LN & 16. 43 43 15 C5 8 8 Vs 2 
oo Major er eer {theology & Myth, Legends & Follow, Philosophy & Ethics): Minor — Fauna 
7 H 8 44 9 25 M4 10 5 3 22 
Mido — AS SR and clontate Miche & Customs, Legends & Folklore, ideicre Minor — Super- 
natural & Unusual 
8 H M NE 44 45° 248 9 ‘14 6 21 M5 9 3 z 7 22 R 
Major — Demi-Humankind (Art & Music, Sociology); Minor — Fauna, Humankind 
GOH OM N 4. 47 5 z 5 24 C3 8 4 a 4 
Major — Demi-Humankind (Psychology, Sociology, Demography); Minor — Physical Universe(s), Hu- 
BP apatite 
a) oe NG Gt ay A? 7 18 Dé 8 6 2 5 ee 
Major — Flora (Weeds, Grasses & Grains, jaca Minor — Fauna 
44 H NE er M6 = 4S 5 NG. ID 10 23 14 10 2) 8 9 417 
Mokor — Supernatural & Unusual (Medicine, Dweomercraft, Divination, Metaphysics); Minor — Hu- 
mankind 
42 H M NG AIG 048 «44: -"42-— 40 14 22 Cé 9 8 5 8 16 
Major — Demi-Humankind (Sociology, Politics & Genealogy, Legends & Folklore, Psychology); 
Minor — Humankind 
43° HOM CE 44 47 AS 6:45 a 18 C3 9 4 10 5 4 OW 
_ Major — Physical Universe(s) (Geology & Mineralogy, Astronomy, pePpamphy & Cartography, Ge- . 
: ography); Minor — Humankind 
‘aH OM LE iS 7 48 5 9 24 M6 > 3 2 8 7 R, OW 
ey rua Humankind prnienery wae Cee Art Musi} Minor — — ian alae ale 
-45 LN Nee WP ASS AA Cé 10 5 
idler ianenene and Giantkind a a PE: E area: Minor — Taunus 
16 H F LN 9 45 = 4G" 744 8 40 18 C§ 40 6 2 4 4 M 
Major — Humankind (Legends & Folklore, Politics & Genealogy, Languages); Minor — Demi- 
Humankind, Humanoids & Giantkind 
v7 Ho OM N 44 18 1% oe 44 18 M5 8 8 7 3 19 
_ Major — Humankind (Legends & Folklore, History, Theology & Myth, Law & Customs); Minor — Hu- 
- manoids & Giantkind 
46° oH: 6M UUN WO. 47 4G. 40 44 8 19 16 40 40 4 7 3 M,R 
Major — Supernatural & Unusual (Outer Planes, Inner Planes); Minor — Physical Universe(s), Humankind 
19 M N BF tS, 4S 8 8 10 24 C4 9 5 6 10 44 
Major — Physical Universe(s) (Physics, Chemistry, Architecture & Engineering); Minor — Humankind 
20 H F N 8 49.244 5 8 22 C4 8 40 5 8 43 R,R, P 


Major — Demi-Humankind (History, Legends & Folklore, Demography, Art & Music); Minor — Flora, 
Physical Universe(s) 


0 LEVEL CHARACTERS 


Whereas most 0 level characters are average in all respects, there are always a few who are in some way above 
average. This table lists the small amount of information necessary for those above average types that can be 
included with average 0 level characters. 


To use the following table, the DM may determine whether any given 0 level character is above average by what- 
ever means desired. There are 50 re-usable characters on the list and they may be selected specifically or 
randomly rolled. Hit points for the figure are listed, followed by the above average statistic. These are only given 
for strength, wisdom, dexterity, and constitution, though you can make any of the other statistics higher. The 
column for adjustments lists any changes to combat or saving throws for that figure. Constitution adjustments have 
already been figured into the hit points. All abbreviations are those standardly used throughout this booklet. 


This table may be used for men-at-arms, city patrols, mobs, bandits, pilgrims, guards, and many other instances. 
Since these are not developed characters, they may be reused without difficulty. However, variety is encouraged. 
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Above Average 


Number Hit Points Statistics Alterations 
1-2 8 148C 
3-4 7 16S, 148W, 15D +4H, +4SB, - 1! 
5-6 4 45C oo 
7-8 2 18W : +4SB 
9-40 2 16S +41H 
41-12 6 475, 150 45C +4H,+41D, -1DB 
13-14 9 18C 
15-16 5 16S, 16W, 15C +4H, +2SB 
17-18 3 48/02S +41H,+3D 
19-20 6 15W +41SB 
241-22 Be 46D -~2DB, +4R/AT 
23-24 9 16D, 148C - 2DB, +4RI/AT 
25-26 9 17D, 18C -3DB, +2RI/AT 
27-28 4 47S, 16D +4H, +41D, -2DB, +4R/AT 
29-30 7 45C 
34-32 5 ATS 
33-34 3 16S, 17W +1H, +3SB 
35-36 4 18W +4SB 
37-38 2 16S, 17W +41H, +3SB 
39-40 8 17C 
44-42 5 18/00S, 47W, 17C +3H, +6D, +3SB 
43-44 2 48D - 4DB, + 3RI/AT 
45-46 9 15W, 18C +41SB 
47-48 4 47W, 15C +3SB 
49-50 4 16C 
51-52 5 47S, 18D +4H, +4D, -4DB, +3RI/AT 
53-54 3 18/60S, 45D +2H, +3D, -41DB 
55-56 2 18/74S, 145W +2H, +3D, +1SB 
57-58 3 47S, 17D +4H, +4D, -3DB, +2R/AT 
59-60 5 45C 
61-62 7 15C 
63-64 6 48W +4SB 
65-66 7 178 +1H,+1D 
67-68 9 16S, 18C +41D 
69-70 3 16D - 2DB, +4 R/AT 
741-72 S 48/00S +3H, +6D 
73-74 7 478, 47C +1H,+41D 
75-76 4 46S, 18D +41D, -4DB, +3RI/AT 
77-78 2 18/06S +41H,+3D 
79-80 7 8C 
81-82 9 18/50S, 18C +4H, +3D 
83-84 7 16S, 18W +41D, +4SB 
85-86 4 18W +4SB 
87-88 5 48/00S +3H, +6D 
89-90 2 16D - 2DB, + 4RI/AT 
91-92 9 18C 
93-94 4 46S, 45W +41D, +1SB 
95-96 9 18C 
97-98 7 48W +4SB 
99-100 3 16D - 2DB, +3R/AT 
CARAVANS 


HS four caravans listed here are typical of those commonly encountered. Several of the headings are unique to 
this section. 


Total Size: This includes all members, also leaders and followers. All caravans are human, but this does not 
necessarily mean that a caravan cannot have demi-humans or be made up of only demi-humans. It 
will be up to the DM to decide. For simplicity we are giving human caravans only. 


Master Merchant: This is the organizer or appointed spokesman of the merchants. His level is indicated in the 
parenthesis after his title. His alignment will be neutral, or one suited to the campaign. 


# of Merchants: These are the merchants under the Master Merchant. They may be associates, underlings, etc. 
Their alignment will follow the guidelines for Master Merchant. They will have 1-6 hit points. 


#of Drovers: Drovers will have from 2-7 hit points. 


# of Wagons/Mules: This is dependent on the campaign and the terrain. Other possibilities include camels, 
elephants, etc. 


Mercenary Leaders: Level and class are indicated, followed by any magic items possessed (the capital letters). 
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Mercenary Guards: There are 7 different types of units, composed as follows: 


Unit 1 — heavy warhorse, plate mail and shield, lance, sword (all first level fighters) 
Unit 2— medium warhorse, chain mail & shield, lance, sword 

Unit 3 — medium warhorse, chain mail & shield, flail, mace 

Unit 4— light horse, scale mail, light crossbow, sword 

Unit 5 — chain mail, pole arm, mace 

Unit 6 — chain mail, heavy crossbow, mace 

Unit 7— ring mail & shield, spear, morning star 


Adventurer Followers: These are non-merchants travelling with the caravan. Those characters below the highest 
level of the same class will serve as his or her followers. Magic items are indicated in the 


same manner as with leaders. 


All caravans will have a pay chest containing 2,000-4,000 gold pieces, 100-400 platinum pieces, and 4-16 base 100 


gold piece gems. 
Merchants will usually have types J, K, L. M, N, and Qtreasures. 


Mercenaries will have type K treasure. Leaders will have type M treasure. 


Caravan #1 Total Size: 230. 


Master Merchant (0): S I w OD C CH HP AC AG AP SA GT 
7 10 7 12 7 5 9 2 5 9 


#of Merchants: 21 

# of Drovers: 21 

#ofWagons/Mules: 6 wagons 
Mercenary Leaders: 6th level fighter, P 


5th level fighter 
2nd level fighters (x12) 


Mercenary Guards: Unit 1 - 17 Unit 4 - 17 Unit 6 - 17 
Unit 2 - 34 Unit 5 - 17 Unit 7 - 51 
Unit 3 - 17 


Adventurer Followers: 5th level cleric 
9th level thief, OW, P 
7th level thief 
Caravan #2 Total Size: 245 


Master Merchant (0): S I w D CC CH HP AC AG AP SA_ GT 
13 12 12 7 10 14 5 8 8 5 6 6 


# of Merchants: 23 

# of Drovers: 23 

#ofWagons/Mules: 10 wagons 
Mercenary Leaders: 8th level fighter, SH, P 


7th level fighter, P 
2nd level fighters (x12) 


Mercenary Guards: Unit 1 - 18 Unit 4 - 18 Unit 6 - 18 
Unit 2 - 36 Unit 5 - 18 Unit 7 - 54 
Unit 3 - 18 


Adventurer Followers: 8th level magic-user 
9th level thief, S, OW, P 
5th level thief 
5th level thief 


Caravan #3 Total Size: 140. 


Master Merchant (0): S I w D CC CH HP AC AG AP SA GT 
9 12 6 10 10 13 2 7 4 3 1 14 
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# of Merchants: 12 

# of Drovers: 12 

#ofWagons/Mules: 8 wagons 

Mercenary Leaders: 11th level fighter, A, S 


10th level fighter, S, OW 
2nd level fighters (x12) 


Mercenary Guards: Unit 1 - 10 Unit 4 - 10 Unit 6 - 10 
Unit 2 - 20 Unit 5 - 10 Unit 7 - 30 
Unit 3 - 10 


Adventurer Followers: 5thlevelcleric, SC, OW 

Caravan#4__ Total Size: 192, 

Master Merchant (2nd level fighter): 
Ss D C CH 

# of Merchants: 17 

# of Drovers: 17 

# of Wagons/Mules: 30 mules 

Mercenary Leaders: 10th level fighter, A 


9th levelfighter, S 
2nd level fighters (x12) 


Mercenary Guards: Unit 1 - 15 Unit 4 - 15 Unit 6 - 15. 
Unit 2 - 30 Unit 5 - 15 Unit 7 - 45 
Unit 3 - 15 


Adventurer Followers: 10thlevel thief, R, M 
3rd level thief, OW, M 
3rd level thief 


HP AC AG AP 
16 6 6 3 


CITY GUARDS, CITY WATCH, BORDER PATROLS 


The listings here are fairly self-explanatory. Nearly all guards, watches, and patrols will wear either chain mail or 
scale mail. The watch may or may not carry shields. Border patrols and city guards will always have shields. 
Border patrols will be mounted unless circumstances dictate otherwise. The highest level fighter of any group will 
always be the commander, with the levels below him filling the ranks of lieutenant and sergeant. Magic-users and 
clerics will act as advisers. All magic items are indicated by the capital letters after the listing of the character. 


City Guard 


*Tteuidh level fighter 

1 third level fighter, M 

1 thirdlevel magic-user, OW, R 

12 mercenaries (chain mail, shield, soear and short sword) 


#2 
“T fourth level fighter 
1 third level fighter 
1 firstlevel magic-user 
10 mercenaries (scale mail, shield, flail, and long sword) 


#30 

1 second level fighter 

1 first level magic-user 

7 mercenaries (banded mail, military fork, and longsword) 


#4 

1 fifth level fighter, M 

1 fourth level fighter 

1 third level fighter, P, OW 

1 fourth level magic-user, R 

16 mercenaries (scale mail, partisan, and longbow) 


ae 


SA GT MI 
5 19 SC 


City Watch: Day 


#1 
1secondlevelfighter, SH,OW 
1 fourth level cleric 
5 mercenaries (studded leather, shield, and broadsword) 


#2 
“T first level fighter 

1 fifthlevelcleric, A, SH 

5 mercenaries (chain mail, halberd, and mace) 


City Watch: Night 


#1 
1fifthlevelfighter, OW 
1 fourth levelcleric, R 
10 mercenaries (scale mail, longsword, and light crossbow) 


#2 
“Tfourthlevelfighter 
1 secondlevelcleric, SC 
10 mercenaries (chain mail, flail, and spear) 


Border Patrols — All fighters above 0 level have plate mail and shield, lance, flail, and longsword. 


#4 
“Tsixth levelfighter, A, SH,S 
1 fourth level fighter 
1 second level fighter, A 
3 first level fighters 
13 men-at-arms (scale mail, shield, shortbow, and mace) 


#2 

1 eighth level fighter 

1 fifth level fighter 

1 second level fighter, P 

4 first level fighters 

23 men-at-arms (chain mail, shield, composite shortbow, and battle axe) 


# 
#8 venth levelranger, P,P,S, OW 
1 fourth level ranger, P 
1 second level ranger 
4 first level fighters 
16 men-at-arms (studded leather, shield, light crossbow, light horse, lance, and shortsword) 


PILGRIMS 
The following section on pilgrims provides 4 different sized groups. The make-up of each group is listed as follows: 


Number of 0 level pilgrims 

Number of clerics, divided by level 
Number of fighters, divided by level 
Number of thieves, divided by level 
Monk (if any) 

Magic-user (if any) 

Total 


No statistics are provided for adventurers as these may be randomly determined on the preceeding tables. No 


ab nment has been given for any group and alignments may be determined by the campaign or on the table 
OW: . 


Lawful Neutral 5% 


Lawful Good (fighters are paladins) 20% 
Chaotic Good (1-3 fighters are rangers) 15% 
Neutral Good Bh 

Neutral (clerics are druids) 5% 
Neutral Evil 10% | 
Lawful Evil (pilgrims fight as berserkers) 15% 

Chaotic Evil (thieves are assassins) 10% 
Chaotic Neutral 5% 
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Pilgrims and monks usually have type J treasure. Fighters usually carry types L and M treasure. Clerics may have 
types J, K, and M treasure. Magic-users often carry types L, N, and Qtreasure. Thieves will have types J, N, andQ 
treasure. 


Group#1 Group #2 

80 pilgrims on foot 90 pilgrims on horseback 
5 second level clerics 4second level clerics 

4 fourth level clerics 4 fourth level clerics 

1 sixth level cleric 2 sixth level clerics 

1 eighth level cleric 1 eighth level cleric 

1 firstlevel fighter 2 first level fighters 

2 second level fighters 1 second level fighter 

3 third level fighters 1 third level fighter 

1 fifth level fighter 2fourthlevelfighters 

1 eighth level fighter 1 sixthlevel fighter 

1 sixth level thief 1 seventh level fighter 

2 ninth level thieves 1 seventh levelthief 

1 sixth level monk* 1 eighth level magic-user 
108 figures 111 figures 

Group #3 Group #4 

10 pilgrims on foot 30 pilgrims on foot 
4second level clerics 5 second level clerics 

3 fourth level clerics 4 fourth level clerics 

2 sixth level clerics 1 sixth level cleric 

1 eighth level cleric 1 eighth level cleric 

1 fifth level monk* 1 seventh level magic-user 
21 figures 42figures 


* If the pilgrims are chaotic, no monks will be present. 


BANDITS AND BUCCANEERS 


Bandits are explained in the MONSTER MANUAL. Leaders will always be accompanied by their bodyguards. The 
number of horses entry includes those being ridden and spare mounts for the band. 


All bandits will have type M treasure. Magic items are indicated by capital letters. 
The unittypes for bandits are: 


Unit#1 — medium horse, chain mail, shield, & sword 
Unit#2— lighthorse, leathers, shield, &spear 
Unit#3—lighthorse, leathers, &lightcrossbow 

Unit #4 — leathers, shield, & sword 

Unit#5— leathers & pole arm 

Unit#6— leathers & lightcrossbow 

Unit #7 — leathers and short bow 


Bandits #1 Total Size: 199 Bandits #2 Total Size: 52 
Leaders: 1 tenthlevelfighter, SH,S, OW, P Leaders: 1 eighth level fighter, SH, A 
1 seventhlevelfighter,S, P 1 seventhleveltighter, A, SH, P 
6firstlevel fighters (bodyguards) 6 second level fighters (bodyguards) 
Additional High Level Fighters: Additional High Level Fighters: 
5 third level fighters 2 third level fighters 
5 fourth level fighters 1 fourthlevel fighter, OW, P 
Afifth level fighters 1 fifth level fighter, SH 
3sixth level fighters 
Bandits: 
Bandits: 
Unit #2 - 10 
Unit #1 - 17 Unit #4 - 72 Unit #4 - 30 
Unit #2 - 17 Unit #5 - 17 
Unit #3 - 17 Unit #6 - 17 # of Horses: 40 
Unit #7 - 17 


# of Horses: 97 


Bandits #3 Total Size: 90 


Leaders: , eighth level gone P 
1 seventh level fighter, A, S, OW 
6 second level fighters (bodyguards) 


Additional High Level Fighters: 
Athird level fighters 
3fourth level fighters 
2 fifth levelfighters 
1 sixth level fighter, A, SH 

Bandits: 

Unit #1 - 10 
Unit #3 - 10 
Unit #4 - 30 
Unit #5 - 10 
Unit #7 - 10 
Additional Adventurer Characters: 


1 fifth level cleric, SC 
1 fourth level cleric, SH, M 


# of Horses: 50 


Buccaneers 


Bandits #4 Total Size: 123 


Leaders: 1 ninthlevel fighter, S, R, M 
1 seventh level fighter, S 
6 second level fighters (bodyguards) 


Additional High Level Fighters: 


5third levelfighters, R 
2fourthleveltighters,S,SH 
3 fifth level fighters, S, P,A 
2sixth levelfighters, S,S,M 


Bandits: 
Unit #1 - 10 
Unit #2 - 15 
Unit #3 - 20 
Unit #4 - 20 
Unit #5 - 15 
Unit #6 - 10 
Unit #7 - 10 


Additional Adventure Characters: 


1 sixthlevelcleric, W, P 
1 seventh level magic-user, W,R,M 


#of Horses: 80 


The buccaneer group given is divided between three ships (a nao, carrack, or cog). Each ship may have up to 
three ballistae mounted on it. Ships may be used as a group or as individual units. For more information on ships 
see Waterborne Adventures in THE DUNGEON MASTERS GUIDE. 


All buccaneers may have type K treasure. Magic items are indicated by capital letters. 
The unit types for buccaneers are: 


Unit#1 — chain mail, shield, sword, & hand axe 

Unit#2—chain mail &sword 

Unit#3— leathers & shield & sword 

Unit#4 — leathers & spear ; 

Unit#5— leathers & axe Ship#2 Total Size: 84 

Unit#6— leathers &heavy crossbow ; . 

Unit#7— leathers &lightcrossbow Leaders: 1 seventh level fighter (lieutenant) 
1 fourth level fighter (mate) 


Ship #1 Total Size: 91 
: ; Buccaneers: 
Leaders: 1 tenth level fighter (captain), P 
2 fourth level fighters (mates) Unit #2 - 10 
Unit #4 - 25 
Buccaneers: Unit #5 - 20 
Unit #7 - 25 
Unit #1 - 15 
Unit #4 - 25 Additional High Level Characters: 
Unit #5 - 20 
Unit #7 - 25 1 fifth level fighter, S, P 


1 third level fighter, OW 
Additional High Level Characters: 


Ship #3 Total Size: 85 


2 third level fighters 
1 seventh level magic-user, SC, W, M 


Leaders: 1 fourthlevelfighter(mate), OW, P 
Buccaneers: 

Unit #3 - 30 

Unit #4 - 25 

Unit #6 - 25 
Additional High Level Characters: 

1 twelfthlevelcleric, A, SC, OW,M,W 


1 fifthlevelfighter,S 
2thirdlevelfighters 


COUATL, KI-RIN, SHEDU 


These monsters are provided so that random encounters with each will not delay the game while the DM 
determines the powers. Each represents a typical example and is provided with hit points, magical and psionic 
powers. The DM should feel free to alter these powers to fit his or her campaign. More information about each 
monster can be found in the MONSTER MANUAL and information on spells and psionics is located in the PLAYERS 


HANDBOOK. 


Couatl 
Hit points: 46 


_ Fifth level magic-user 


Spells: First — magic missile, sleep, charm person (x2); Second — detect invisibility, continual light; Third — 


hold person. 
Psionic powers: 


Minor: 

Animal telepathy 
Cell adjustment 
Clairaudience 
Detection of magic 
ESP 

Mind over body 


Shedu 
Hit points: 41 
Psionic powers: 


Minor: 

Body equilibrium 
Clairaudience 

Detection of good or evil 
Empathy 

Hypnosis 

Levitation 

Mind over body 


Ki-Rin 
Hit points: 57 


Major: 

Dimension walk 

Molecular rearrangement 
Telempathic projection 
Telepathic projection 
Telepathy 


Major: 
Body control 
Dimension door 
Dimension walk 
Energy control 

Molecular manipulation 
Molecular rearrangement 
Telempathic projection 


Spells: First — hold portal, magic missile (x2), light (x2), shocking grasp, mending; Second — invisibility (x2), 
mirror Image, web (x2), shatter, ond cloud (x2); Third — gust of wind (x2), slow, dispel docs (x2), fireball, 
protection from evil, 10’ radius; Fourth — confusion (x2), minor globe of invulnerability, polymorph other, 
charm monster, ice storm; Fifth — conjure air elemental, cloudkill, feeblemind, cone of cold (x2); Sixth — 
disintegrate, geas, invisible stalker, repulsion; Seventh — limited wish, charm plants, reverse gravity; Eighth — 
Otto's irresistible dance; power word, blind; Ninth — wish. 


Psionic powers: 


Minor: Major: 
Clairaudience Astral projection 
Clairvoyance Dimension door 
Detection of good or evil Ethereal ness 
Empathy Shape alteration 
ESP Telekinesis 
Expansion Telepathic projection 
Hypnosis Teleportation 
Levitation 

Molecular agitation 

Precognition 

Reduction 


LICHES 


As liches take a great deal of time to prepare, the following two are provided for those instances when they are 
encountered as wandering monsters. It would be best to have these monsters prepared ahead of time or placed 
instead of as random encounters, but this is not always possible. The spells listed have been chosen for attack and 
defense capabilities. It is possible, if a lich has had adequate advance warning, for special spells to be prepared 
(for example, guards and wards, Mordenkainen's faithful hound or invisibility) in place of those listed. 


All liches have the following abilities in common: AC: 0, No. of Attacks: 1. Damage/Attack: 1-10. Opponents 
touched by a lich must save vs. paralyzation. Any creature below 5 hit dice/levels will automatically flee in fear at 
the sight of a lich. Liches are immune to the following forms of attack: polymorph, cold, electricity, insanity, 
charm, sleep, and death spells/symbols. 


Lich #1 
Hit Points: 51 
Formerly 18th level magic-user. 
Spells 


First: magic missile (x5), charm person, protection from good, shocking grasp; Second: mirror image, 
invisibility, shatter, stinking cloud, web; Third: dispel magic, hold person, lightning bolt (x2), slow; Fourth: 
confusion, ice storm, polymorph self, bestow curse; Fifth: cloudkill, cone of cold, magic jar, extension Ill, 
passwall; Sixth: disintegrate, flesh to stone, death spell; Seventh: monster summoning V, power word stun, 
vanish; Eighth: Otto's irresistible dance, mass charm; Ninth: time stop. 


This lich has one less fourth level spell and three extra first level spells because it has cast a Rary's mnemonic 
enhancer on itself. 


Lich#2 
Hit Points: 48 


This lich was formerly a double-classed human magic-user/cleric, 19th and 21st levels respectively. As it was an 
evil cleric, it has retained all its clerical spell ability. 


Clerical Spells 


First: command (x2), curse woh cause an wounds (x3), proce from good, darkness, detect good, create 
water; Second: hold person (x3), spiritual hammer, resist fire, silence, 15' radius; snake charm (x2), speak with 
animals, augury, know alignment; Third: animate dead (x3), bestow curse, cause blindness (x2), cause 
disease, dispel magic (x2), continual darkness; Fourth: cause serious wounds (x3), poison (x2), sticks to snakes 
(x2), protection from good, 10' radius; confuse tongues, raise water; Fifth: cause critical wounds, dispel good, 
flame strike, insect plague, quest, slay living, true seeing, plane shift; Sixth: animate object, blade barrier, 
conjure animals (x2), word of recall, harm; Seventh: gate, symbol. 


Magic-user Spells 


First: spider climb, magic missile, affect normal fires, ventriloquism, enlarge; Second: invisibility, knock, 
stinking cloud, web, pyrotechnics; Third: monster summoning |, phantasmal force, protection from normal 
missiles, fireball, lightning bolt; Fourth: monster summoning Il, polymorph other, enchanted weapon, fire 
shield (type B), wall of ice; Fifth: conjure earth elemental; feeblemind, monster summoning Ill, animal growth, 
teleport; Sixth: monster summoning IV, globe of invulnerability, Otiluke’s freezing sphere; Seventh: monster 
summoning vi phase door, vanish; Eighth: monster summoning VI, maze, power word, blind; Ninth: monster 
summoning VIL. 


DUNGEON PARTIES 


The following dungeon parties are provided for the DM in instances where he or she doesn't wish to delay the 
game to create his or her own party. Two groups are given for each dungeon encounter level. These are labeled 
with the number of the level and an A or B. Unlike the non-player character listings, the individuals in these groups 
do not have separate statistics. If these are desired, they may be gsi randomly or previous sections of this 
booklet may be utilized. Also, unlike other sections of THE ROGUES GALLERY, magic items possessed by the 
members of the group are specifically named. This is to help avoid the familiar problem of discovering that the 
slain magic-user did have a ring of invisibility (that he forgot about naturally). 


The DM should exercise great care in using this table. If any magic item does not fit into the campaign, it should 
be removed or replaced. Even more importantly, one dungeon group should never be used so many times that 
the players become familiar with it ("You see a party of figures, 5 in all." "It must be dungeon group 6B"). It is 
advised that a record of how many times a particular group is encountered be kept alongside it. After 2 or 3 
encounters, the DM should alter the group in some way to insure variety. 
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The possible alignments for each group are given as guidelines. It is not necessary that all characters in the group 
be of the same alignment and in some cases, it will be impossible. The listed alignments were chosen for the most 
harmonious groups possible, given the character types. 


These groups should be run intelligently and aggressively. After all, they too are after fame, fortune, and magic. 


Dungeon Party #1A # of figures: 9 Possible alignments: N. NE. CE. LE, 


First level fighter, scroll of protection from magic 
Firstlevelfighter 

First level thief 

Second level cleric 

5 men-at-arms 


Dungeon Party #1B # of figures: 8 Possible alignments: LG_ 


Second level paladin, +1 shield, +1 dagger 
First level ranger 

First level fighter 

First level magic-user 

First level cleric 

3 men-at-arms 


_Dungeon Party #2A # of figures: 7 Possible alignments: any_ 


Second level Gleric 
Second level /E fighter/magic-user 
5 men-at-arms 


_Dungeon Party #2B # of figures: 6 Possible alignments: LG. 


First level paladin, +1 plate mall 

Second level cleric 
Firstlevel'/*Efighter/magic-user, +1 chainmall 
Second level D fighter 

2 men-at-arms 


Dungeon Party #3A # offigures: 9 Possible alignments: N. NE, CE, LE_ 


Third level D fighter, +1 arrows (x10) 
Thirdlevel'/°E fighter/magic-user 
Fourth levelthief 

Second level fighter 

Third level cleric, +1 mace 

4 men-at-arms 


Dungeon Party #3B # offigures: 7 Possible alignments: N. NG. NE, CE, LE_ 


Third level D fighter, +1 shield 
Thirdlevel D fighter 

Second level magic-user (hireling), +1 dagger 
Fourth level cleric, +1 mace, scroll of augury 

First level G fighter/illusionist (henchman), scroll of paralyzation 
Third level '/? thief, bracers of defense, AC 5, potion of healing 
Third level fighter 


Dungeon Party #4A # of figures: 6 Possible alignments: LE_ 


Fourth level cleric 
Firstlevel cleric (henchman) 
Third level thief, ring of protection, +1 
Fourth level edie eet, potion of invisibility 
Firstlevel /“Ofighter (henchman), potion of heroism 
Fourth level monk 


_Dungeon Party #4B # of figures: 6 Possible alignments: any_ 


Fourth level cleric, +1 mace 

Second level fighter (henchman), +1 shield 

First level fighter/magic-user (hireling), +1 chain mall 
Fifth level fighter, + 2 bolts (x15) 

Second level fighter (henchman) 

Third level E fighter (henchman), potion of extra-healing 
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_Dungeon Party #5A # of figures: 8 Possible alignments: N, CE. NE. LE, 


Fifth level cleric, potion of healing 
Second level E fighter/magic-user (henchman) 
Fifth level panel +2bolts ca) 
Second level fighter (henchman) 
First level cleric (henchman) 
Fourth level E cleric, +1 mace 
Second level '/“E magic-user/thief (henchman), ring of protection, +1 
Second level fighter (henchman) 


_Dungeon Party #5B # of figures: 8 Possible alignments: N. NE. 


Fifth levelfighter 
Second level '/*E fighter/magic-user/cleric (henchman), potion of growth, scroll of extension Il, phantas- 
mal force, and levitate 
Third level fighter (henchman), +1 shield 
Second level thief (hireling), +1 sword, scroll of protection from undead 
Sixth level magic-user, ring of protection, +1; potion of climbing, potion of flying 
First level D fighter (hireling), +1 battle axe 
Fourth level cleric, +1 shield, +1 mace 
Second level fighter (henchman) 


Dungeon Party #6A # of figures: 4 Possible alignments: any_ 


Sixth level magic-user, +1 dagger, ring of protection, + 2 
Sixth level fighter 
Fourth level '/“E cleric/magic-user, +1 chain mall 

Second level fighter (henchman) 


Dungeon Party #6B # of figures: 5 Possible alignments: NE, CE, LE. 


Seventh level assassin, +1 leather, ring of protection, +1 

Sixth level thief, +1 leather, +1 sword, potion of healing 

Fourth level fighter, scroll of protection from possession 

Fifth level magic-user, +1 dagger, potion of invisibility, potion of growth, potion of healing 
Third level '/O cleric (henchman) 


Dungeon Party #7A # of figures: 6 Possible alignments: N. NG. NE 


Seventh level thief 
First level cleric (henchman) 

Sixth level thief, +3sword, bracers ofdefense, AC 4 
Second level '/E druid (hireling) 

Seventh level G illusionist, potion of extra-healing, dust of appearance 
Second level assassin (hireling disguised as a thief) 


Dungeon Party #7B # of figures: 7 Possible alignments: N. NE. CE. LE. NG_ 


Sixth level D fighter, + 2 sword 
Sixth level magic-user, bracers of defense, AC 6, wand of enemy detection 
Sixth level fighter, + 2 plate mall, + 3 shield 

Fourth level cleric (henchman), +1 mace, scroll of neutralize poison 
Fifth level D thief, pseudo-dragon 
Fifth level magic-user, ring of invisibility, weasel familiar 

Second level cleric (henchman) 


_Dungeon Party #8A # of figures: 7 Possible alignments: LG, NG. CG, 


Eighth level magic-user, ring of protection, + 3 
Third level fighter (henchman), potion of hill giant strength 
Second level fighter (hireling), +1 arrows (x10) 
Fifth level'/“E cleric/ranger, +2 splint mall 
Fifth level E fighter/magic-user, javelin of lightning 
Fourth level fighter (henchman) 
Second level fighter (hireling) 


Dungeon Party #8B # of figures: 5 Possible alignments: N, NE. NG 


Seventh level illusionist, boots of speed 

Fifth level bard, ring of spell turning 

Fifth level thief/fourth levelcleric, serpent staff 
Fifth level G fighter, +1 shield, +1 chain mall 
Ninth level D fighter, + 2 war hammer 
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Dungeon Party#9A__—# of figures: 8 _ Possible alignments: N. NE_ 


Ninth level fighter, + 2 mace, + 1 banded armor 
Sixth level druid (hireling), brooch of shielding 
Sixth level thief (hireling), boots of elvenkind 
Fifth level fighter (henchman), crossbow of speed 

Ninth level fighter, + 4 splint mail 
Seventh level cleric (henchman) 

Sixth level fighter (henchman) 
Fourth level fighter (nenchman) 


_Dungeon Party #9B # of figures: 6 Possible alignments: N, NE_ 


Fifth level '/?E cleric/magic-user, + 1 mace, cloak of elvenkind 

Ninth level E magic-user/thief, + 1 leather armor, ring of spell storing 
Fifth level t= fighter (henchman), +1 chain mall, + 1 sword 

Eighth level '/*E fighter, + 1 shield, + 2 banded mall, cloak of elvenkind 
Fourth level E thief (henchman), +1 leather armor, + 1 dagger 

Seventh level'/*E druid, ring of protection, +3; robe of blending 


Dungeon Party#10A__ # of figures: 17____ Possible alignments: LG. NG. CG 


Tenth level cleric, ring of invisibili 
Fifth level E fighter/magic-user henchman), + 2javelin 
Fourthlevel'/*Ecleric/magic-user (hireling) 
Sixth level assassin (hireling disguised as a druid), bracers of defense, AC 4 
Ninth level magic-user, + 1 dagger 
Sixth level fighter (henchman), gauntlets of ogre power 
Fifth level fighter (hireling), + 1 dagger 
Tenth level ma I user, ring of protection, +3 
Fourth level /° fighter (henchman), + 1 chain mail 
Sixth level cleric (hireling), potion of healing 
Ninth level cleric, staff of striking 
Sixth level magic-user (henchman), ring of protection, + 1; wand of negation 
Sixth level fighter (hireling) 
Second level fighter (hireling) 
Tenth level fighter, + 1 mace, javelin of lightning (x2) 
Seventh level ranger (henchman), robe of blending 
Sixth level fighter henchman). +1 sword 


_Dungeon Pary#10B____#offigures: 7___—~Possible alignments: NE. CE. LE_ 


Eighth level '/O thief, + 1 leatherarmor, +1 sword, scroll of protection from demons 
Sixth level ' P O fighter (henchman), +1 dagger 
Eleventh level '/°O assassin/fourth level cleric, + 1 spear, + 1 leather armor, + 1 shield, potion of extra-healing 
Tenth level fighter, + 1 chain mall, + 1 shield, ‘+1 sword 
Ninth level magic-user, ring of protection, +2; +2 dagger 
Eighth level cleric, + 1 mace, scroll of remove curse 
Fifth level fighter (henchman) 


PERSONALITIES 


This is perhaps the most unique section of THE ROGUES GALLERY, detailing, as it does, fully developed characters. 
All the personalities here have been used and played by people in different campaigns. Some characters may 
be recognized from the spells they have created in the PLAYERS HANDBOOK, but others will be totally new. Some 
of the characters came from campaigns played in Lake Geneva, home of TSR, but more came from campaigns 
around the country, unrelated to TSR. 


The descriptions given include physical appearance, personality, behavior, and magic items possessed. From 
these the DM should be able to decide how the character will react to any given situation. 


This section is included for several reasons. The DM may find these personalities useful as foes for high level 
player-characters. Many of the characters described are evil, clever, and powerful. Careful use of a personality 
should create problems for many player-characters. In doing so, the DM is reminded that no one likes to see their 
character die and the same will apply to these personalities. If the battle is not going their way or if things are 
going against them, they will retreat to fight some other time. How they will do it is suggested by their descriptions. 


Second, these personalities allow the DM (and player, if the DM shows these to the player) to see the wide variety 
that different campaigns allow. Many things are non-standard, such as a lizard man and a centaur, and some 
new magic items are detailed. Although this does not mean that these things are recommended for AD&D, they 
do show the variety of individual campaigns. ; 
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Finally, they allow the inexperienced DM and player to see what is meant by character development. Some 
players have difficulty understanding what it means to play a character. Each of these characters has developed 
in its own unique way. Some are close to ordinary, while others are truly one-of-a-kind. Individual personalities 
have emerged not only by accident, but by choice on the player's part. Hopefully, these characters will show 
what it means to develop a personality. 


Before using any of these personalities, read through the description with care. If any of the items do not seem to 
belong in your campaign, remove them. In general, make the personality fit the campaign, and not the other 
way around. 


Arrarat(Player:TimJiardini) 


RA SX AL CL §& I w OD C CH LV HP AC +H +D DB’ SB~ R/AT #AT 
H M CG FT 17 13 12 16 #18 14 8 94 2 +1 41 4-2 - +13/2 


Tall and muscular with black hair and green eyes, Arrarat was at one time a ranger, but after a time found that he 
could not live within the restrictions of that stoic group and so abandoned it to become just a fighter. He is brave 
and courageous, but is somewhat casual in his duties. He is quick to form friendships, for even the slightest of 
reasons, and Is prone to follow his whimsical nature into trouble. 


Arrarat has been known by several titles — Arrarat the Gifted, the Unfortunate, the Lucky, the Foolish, the Bold, and 
the Avenger. He is liable to change titles as often as his fortunes change. He possesses the following magical 
items: + 4 sword of defense, +1 shield, scrolls of protection from magic and undead, and potions of speed, 
frost giant strength, red dragon control, and heroism. 


Bigby (Player: Gary Gygax) 


RA SX AL CL § I w OD C CH LV HP AC SL +H +D DB SB_~ R/AT 
H M N MU 11 17 16 18 1510 13 42 10 6 2 8 4 42 +3 


Reclusive, Bigby seldom adventures anymore unless it is absolutely necessary. Instead he conforms to the 
traditional role of the wizard, pale and studious. Although smart and wise, Bigby Is less of a leader of men and 
more a spectator. He is always willing to let others do his tasks for him. When adventuring, he prefers to travel in 
the company of friends, partaking of their adventures and fun, but seldom instigating any himself. He does enjoy 
the deception of posing as a withered trader; he finds that it often gives him the advantage of surprise he needs. 


Bigby is quite willing to describe some of his greater exploits and is in general a talkative man. He is just slightly 
moody and when certain ill-fated expeditions are mentioned, his good humor becomes forced. 


Bigby has acquired in his long career a + 2 dagger, a staff of power, a ring of x-ray vision, a ring of protection 
(+3), and a djinni bottle. He also has potions and scrolls that he has manufactured. : 
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Ceatitle Trodar Northman (Player: Jean Wells) 


RA SX AL CL § I w OD C CH LV HP AC SL +H +D DB SB_~ R/AT 
H F CN MU 12 16 11 #=14 #=+138 «14 «10 2 10 5 —- 


Ceatitle (Cea as she is called by family and friends as well as for convenience) is a slight, short woman of 
moderate bearing and_beauty. She generally wears worn-looking clothing with the colors green, brown, and 
eo predominating. She usually has a bag of goods slung over one shoulder and a quiver for her wands over 
the other. 


Cea by nature is a miser. She buries caches of treasure about the countryside to be used later. She tries to portray 
herself as a poor but studious magic-user. Cea values information greatly, although she seldom uses it. She enjoys 
being curious. Finally, she is very mischievous, often getting herself and her party into trouble. Although she will 
generally aid a party all she can, she will use her dimension door spell to escape the minute things look bad. In 
ovens oo she will teleport home. Usually she will feel insecure if there are less than 2 escape routes 
availableto her. 


In general, Cea carries the following spells: magic missile, ESP, stinking cloud, web, fireball, lightning bolt, 
suggestion, ice storm, dimension door, cloudkill, and teleport. She may have more spells memorized, though. 


Cea has a passion for collecting things of rarity not normally seen as useful nor designed to provide immediate 
comforts, but seen as a standing of luxury. These include a singing teacup, an ivory ring carved with bears, a 
small crystal statuette of a dolphin, a magical portable bathtub, and a singing book. She also possesses a 
familiar — a black cat named Light, who has a permanent unseen servant to open doors for it. The more useful 
magic items Cea has are a wand of metal and mineral detection, a wand of illusion, a wand of secret door 
and trap location, a hollow wand filled with poison (non-magical), a ring of protection, + 3, a bag of holding, 
and a staff of commanding. 


Fletcher Dandairia (Player: Bob Waldbauer) 


RA SX AL CL §S I w OD C CH LV HP AC +H +D DB SB_~ R/AT #AT SL 
H M N BA 17 14 16 16 1718 8 68 5 +141 -24+2+4+11/1 4D 


PP MS HS BS~ CP 
60 55 43 x3 40 


Fletcher has been a wanderer all his life, seldom staying in an area for more than one or two adventures. 
Originally serving as a mercenary in many different lands, he gained a reputation as a heartless adversary and 
this ruthless side of his character remained as he matured. He constantly keeps one eye to the future and will 
sometimes act in ways that seem out of keeping with his character. In actuality, though, he has some plan in mind 
for how it will benefit him in the days ahead. It was in this way that he became a bard. At the same time, he is 
sociable and will often spend time in an inn or a public house, demonstrating his storytelling skill. 


When adventuring, Fletcher is usually quiet and reserved as he tries to plan the best course of action for himself. 
On occasion his temper will flare and then he will not shirk from a fight. His instincts lead him to support the under- 
dog and often cause him to aid the weaker when they are threatened. 


Fletcher's fighting ability is that of a Sth level fighter. His thieving skills are equal to a 7th level thief. He owns a suit 
of +1 chain mail, a +1 broad sword, a Mac-Fuirmidh cittern, and a ring of waterwalking. 
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Erac's Cousin (Player: Ernie Gygax 


RA SX AL CL §S | Ww D C CH LV HP AC SL +H +D DB SB_~ R/T #AT 
H M LE FT 13 15 8 17 18 16 7 72 10 7 - . 2300.5 +23/2 
MU 14 


This mysterious figure (who has never revealed his true name) was once a lawful good magic-user. However, an 
unknown insanity overtook him and he slew all of his henchmen and companions, stealing their goods. After this, 
he left off being a magic-user and began anew as a fighter, eventually to become a double-classed human 
magic-user/fighter. 


Erac's Cousin is thoroughly evil, having made a pact with Baalzebul. In exchange for the souls of those he slays, 
Baalzebul has agreed to make a major devil of Erac's Cousin when he dies. He is, however, afraid of death and if 
there is any means to prevent or delay it (i.e. wishes, potion of longevity, etc.), he will try to obtain it. 


Obviously with such a character, Erac's Cousin has no friends. If he associates with people, it is either to fulfill his 
bargain or to further his own greed. This greed is great and especially so for magic items. He will do whatever is 
necessary to acquire such items. 


Erac's Cousin has the following items: an imp familiar, a +1 sword (+2 vs. lycanthropes), a portable hole, a 
wand of fire, a ring of fire resistance, a displacer cloak, a phylactery of detecting secret door and traps (This 
device is usable by all classes. It is a leather band with two beaded tassels. It is worn on the brow. When con- 
centrating upon the desired thing, either secret doors or traps, it will reveal the location of all such within a 10 
radius of the user. It will only perform 1 function per round.), a suit of + 2 plate mall, a + 2 shield, and a medallion 
of ESP. 


Grimslade (Player: Harold Johnson) 


RA SX AL CL §& I w OD C CH LV HP AC _ SL +H +D DB SB_~ R/AT 
H M N MU 9 16 12 10 9 10 5 14 10 3 --- 


Grimslade (also known to some as Edalsmirge) is a secretive and confusing figure to many, being a mix of black 
humor, deception, stubborness, invertiveness, and self-preservation. On adventures, Grimslade is extremely 
reluctant to use his spells, preferring to rely on a plethora of small devices he has prepared. When questioned or 
bored, he may answer with a lie or half-truth (the Grey Truth, as his words are known) and may prove to be 
obstinate at the most difficult of times. 


Grimslade is a strong believer in free will and will customarily refuse to accept orders or suggestions from other 
party members. To further protect his free will, he has had a permanent auagestion cast on himself to cause him 
to reply in half-truths to all questions he is forced to answer. He also feels that others should be allowed to do as 
they wish. At the same time, Grimslade is a prankster and will concoct elaborate hoaxes on other characters to 
alleviate his boredom. These hoaxes often stop just short of permanent damage to the character. 
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He dislikes situations where there is only one route of escape. He prefers open spaces to rooms and will not allow 


himself to be backed into a corner. He usually carries the following spells: enlarge, magic missile, read magic, 
knock, mirror image, and phantasmal force. He may have other spells memorized. 


Some of the devices Grimslade carries Includes sealed pots of green slime and ochre jelly, rice paper pouches of 
pepper, cinnamon, sand, flash powder, and sulphur, "fire seeds" of oil-soaked cotton wrapped around lead, a 
dissecting kit, a globe of phosphorescent water, vials of wyvern poison and sleeping drug, a pot of hot coals, a 
magnifying lens, and figurines of an umber hulk, bugbear, triton, werewolf, and gargoyle (for concentrating on 
when casting a phantasmal force). Presently he is trying to construct a very primitive flamethrower. 


In more standard magical items Grimslade has a potion of gaseous form, a ring of delusion (not worn), a scroll 
of protection from wererats, and a ring of telekinesis, which he keeps secret and concealed. He also has a pet 
creature — Fido — which appears roughly as a cross between a wombat and a miniature umber hulk. Its only 
ability is its bite. 
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Gormadoc (Player: Greg Fleming) 


RA SX AL CL S | WD C CH LV HP AC +H +D DB SB R/AT PP MS HS BS 
1 M N TH 12 9 #11 17 15 10 5 28 8 - - -3 0/+4 42 60 55 51 x3 


Gormadoc is a freelance thief of non-descript appearance. He is cautious about making friends and talks little, as 
he does not wish to draw the attention of any local thieves guilds. He absolutely prefers the company of other 
halflings, whether adventuring or not. 


When adventuring, Gormadoc will always avoid engaging in melee, if this is at all possible. Instead he will retreat 
and then try to find an opportunity to move to the rear of his opponents. Once there he will try to make the most 
effective use of his backstabbing ability. Still, he is able to withstand most surprises and shocks, having high spirits 
to carry him through. 


Gormadoc's present ambition is to see (and possibly buy) an elephant. If news comes to him of such a chance, he 
will strive hard to follow the clue down. 


The only magic items Gormadoc has are a + 3 sword and a suit of leather armor + 2. 


Lanolin (Player: Lawrence Schick) 


RA SX AL CL §S I Ww D C CH LV HP AC SL +H +D DB SB R/AT #AT 
E M CE FT 16 18 9 9 8 12 7 43 2 #5 - +1 - - - 3/2 
MU 11 


Originally a chaotic neutral, Lanolin could not suppress his nasty tendencies, and, after a few adventures, there 
was no doubt but that he had become chaotic evil. However, there is no one alive who can actually attest to 
having seen Lanolin commit an overtly evil act. This could be because of freak circumstances of unusual coinci- 
dences or because Lanolin takes pains to see that things remain this way. Because of this, and his clear 
competence as an adventurer, Lanolin is often invited on adventures. 


Lanolin is smooth-talking, slick, and totally unscrupulous. He uses others for his own ends, but in a way that leaves 
them to believe it was all for their own benefit. He often ends up with the lion's share of the rewards, and it usually 
seems perfectly reasonable that it be so. Lanolin is relaxed and very slightly arrogant. He delights in the 
corruption of good characters by appealing to their greed and fear. No personal wrong to him goes without its 
revenge. 


It will be noted that his level as a fighter exceeds that permitted an elf with a 16 strength. This increase was only 
through diligence and supernatural aid. His greatest ambition is to find those rare magics, wishes, so that he can 
raise the limits on his levels even more. He also desires to increase his spell books and, at all times, his wealth. 


Lanolin prefers the following spells and typically carries them: charm person, magic missile, read magic, 
stinking cloud, web, dispel magic, fireball, fly, lightning bolt, fear, ice storm, minor globe of invulnerability, 
cloudkill, cone of cold, and teleport. He has a +3 shield, + 2 non-corrosible dull black plate mall, a +1 long 
sword (+ 2 vs. magic-users and enchanted monsters), a + 2 spear, a wand of negation, and a ring of power (This 
item appears as an ordinary ring and will only show itself to be magical if a detect magic is cast upon it. Even 
then it will only seem to be a ring of protection. It has, however, four powers. It is a +3 ring of protection whenever 
it ls worn. If the first command word is spoken, it will cause its wearer and all his equipment to become ethereal. It 
is subject to the same effects as armor of etherealness. Uttering the second command word will give the wearer 
strength as if a strength spell had been cast by a 12th level magic-user. The last command word will cast a charm 
monster at a specific target as if It had been cast by a 12th level magic-user. Each power, with the exception of 
the +3 protection, will have 1-6 charges. When two powers are completely used, the level of protection 
decreases to + 2, and when three powers are drained, the ring becomes an ordinary +1 ring of protection. The 
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Lassiviren the Dark (Player: Al Hammack) 


RA SX AL CL S I WD C CH LV HP AC +H +D DB SB R/ATPP MS HS BS 
H M LE AS 14 12 11 168 5 8 32 7 - - -2 - 41 55 47 37 x3 


Although rumored in childhood to have jet hair and olive skin, no one today can speak with assurance as to what 
Lassiviren looks like. He wears a black cloak with a large hood pulled over his face, hiding it in shadows. On those 
occasions when he is encountered unhooded, he is invariably in disguise. The best description of him is that he is 
6' tall and wears a dark cloak. 


Lassiviren has sworn his life to evil. To accomplish this end, he has built a network of spies and hirelings who will 
perform many of his tasks without his becoming involved. His employees fear and respect him, and he is fair, 
generous, and protective to those who are loyal to him. If anyone should ever cross him, he will spare no pains to 
track them down and exact his cruel revenge. 


He has a wide knowledge of poisons and few affect him as he has dined on increasing doses of poisons over the 
years. In his left sleeve is a garrote of fine mithral wire; his right sleeve has a dagger that appears at the flick ofa 
wrist. In his right boot is yet another dagger. He has rings of Invisibility and flying on small chains at each wrist. In 
this manner he may slip them on and off without fear of loss. A multi-purpose tube may be used as a blowgun to 
fire poisoned darts or may be telescoped out to blow poisonous powders through cracks and windows. 


He also has bracers of defense, AC 2, a cube of force, a scarab of protection, and a vampire sword (This sword 

functions as a normal + 2 sword. However, every time it hits it will also drain two energy levels from the opponent. 

The victim is allowed a saving throw vs. magic, and if he successfully saves, the sword will attempt to draw two 

emery ala from its user. If the wielder successfully saves, no energy levels are lost and sword does its normal 
lamage.). 


Lassiviren is also known by other epithets and aliases. These include the Anemic, the Evil, the Demon of Darkness, 
Lakajan, Jahleel, and Nerivissal. 


Luther (Player: Helen Cook) 


RA SX AL CL S_ 1 Ww D C CH LV HP AC WD OD OA SB MV R/AT MS HS SUR 
H M LG MK 15 16 18 17 15 15 6 38 6 +32 3/2 +4 20 +2 52 42 24 


Luther is a tall man with black, curly hair and a swarthy complexion. Formerly the son of a noble, he has 
renounced all claim to his father's title. He is well educated and can speak several languages. 


Luther's greatest failing as a monk is that he attaches too much importance to personal honor. He is short- 
tempered and will often rush into a combat before considering the consequences. It is only with difficulty that he 
reminds himself of the humbleness which he should live by. He prefers to fight with weapons rather than open 
hand. He generally disdains to use his thieving skills as he considers them dishonorable. Nonetheless, he will use 
them if necessary. He possesses a +1 spear, a crossbow of accuracy, + 3, and a ring of protection, + 3. 


Mordenkainen (Player: Gary Gygax) 


RA SX AL CL S§S I wD C CH LV HP AC SL +H +D DB’ SB~ R/AT 
H M N MU 10 18 12 17 1718 416 = 61 10 8 3 - +2 


A great and powerful mage, Mordenkainen spends much of his time pondering over new bits of magical 
research. When he does travel it is usually with the company of his high-level henchmen. On those occasions 
when he must venture alone, he will disguise himself as an old, poor merchant. In this manner he hopes to avoid 
attention while still obtaining his goal (usually some rare item for his work). 


Mordenkainen should not, however, be mistaken for some weak and withered magic-user, preferring to mind his 
own business. He is an active and aggressive person, not failing to attempt bold, sweeping plans when the 
situation demands. He has skill in diplomacy, leadership, politics, and some knowledge of religion. He is thorough 
in his plans and will utilize whatever resources are necessary. He is stubborn and his decisions are often harsh. For 
all this, he is a clever and useful ally. 


Mordenkainen has collected the following magic items: bracers of defense, AC 4, a bag of holding, an efreeti 
bottle, a wand of fear, a wand of cold, a crystal ball with ESP, a +1 dagger, and 3 pearls of power (1st through 
3rd levels). He will also have many scrolls and potions that he has made. 


Phoebus (Player: Jeff R. Leason) 


RA SX AL CL §S I w OD C CH LV HP AC +H +D DB SB_~ R/AT #AT 
LM M N FT 18 14 9 17 #1815 10 104 4 +3 +6 -3 - +23/2 
(00) 


Phoebus is presently a lizard man but certainly has not been this all of his career. Originally a fighter, Phoebus 
rose to 10th level before he was slain. A cleric being unavailable, a druid was prevailed upon to perform a rein- 
carnation. Phoebus returned in the body of a lizard man. 
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He is the source of wondermentto those who are unfamiliar with him. He is fairly intelligent and can speak several 
languages. When most expect lizard men to be savage and cruel, Phoebus behaves with good-nature and tact. 
Due to the attention his own condition draws, he has learned to be tolerant of others. But his patience is not infinite. 


Phoebus usually tries to help others and will rarely befriend other adventurers. In instances of great friendship 
(saving his life for example), Phoebus will make the character a "blood kin”. Involving a mingling of blood and a 
painful tatooing process, the result of the ceremony is a magical emblem of the sun burned into the wrist of the 
recipient. Its only special use is for when Phoebus or another blood kin (these are very few) has died. At the instant 
of death, a hot pain will throb from the tatoo. After a character is dead, the body may be located by concentrat- 
ing on the victim. The pain will increase as one comes nearer to the body until it is almost searing. This pain will not 
do any damage, but will render the arm useless as long as the character is searching. 


Phoebus has a +1 sword, a +1 trident, 2 figurines of wondrous power (golden lions), bracers of defense, AC 3, 
a bag of holding, and a ring of fire resistance. 
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Riggby (Player: Gary Gygax) 


RA SX AL CL S§S I w OD C CH LV HP AC SL +H +D DB SB_~ R/AT 
H M NG CL 14 #11 17 16 1514 9 50 2 5 . -2+3+4+1 


Riggby owes his meteoric rise to his skill and his acquaintance with several high level characters. Formerly the 
cleric of a small chapel, Riggby found himself in command of a cathedral with a sizeable congregation. He is 
strong-willed and accustomed to the diplomacy and force required to hold a diverse band of followers in line. He 
is a great believer in the conversion of the pagan, either by his religion or by the sword. 


Riggby is an adherent to the policy that spirituality is best maintained through temporal power. To this end, he will 
try to oversee the religious life of others through actions and not just words. 


Riggby seldom finds time to adventure anymore, as the demands of his congregation are too pressing. He views 
Os somewhat ruefully, almost welcoming those times when evil is "riding the high tide" and he must help strike it 
own. 


Magic items possessed by Riggby are +1 plate mail, +1 shield, +2 hammer, a staff of the serpent (python), 
and several potions and scrolls he has prepared. 


Robilar (Player: Rob Kuntz) 


RA SX AL CL §& I wD C CH LV HP AC +H +D DB’ SB_~ R/AT #AT 
H M LE FT 18 #11 16 16 £1816 15 89 2 +2 44 -2 42 +1 2/1 


(78) 


Although his career started as a neutral and he still retains an attitude somewhat neutral in outlook, Robilar is 
presently lawful evil in alignment. He is obviously a strong man, talkative, and willing to give a gruff but hearty 
welcome to fellow adventurers. In spite of his alignment, he can still be trusted to an extent, though caution should 
be exercised. It is said that the great Robilar, jaded with the everyday pleasures of life, changed his alignment to 
satisfy his morbidtastes. 


Robilar claims to fear nothing and no one. He tells tales of dangerous adventures he has undertaken alone. It is 
true that he has never shirked from any adventure, no matter how improbable it sounded. He has travelled greatly 
and has seen many wonders on his adventures. These he remembers well, to tell about later or perhaps to use in 
bargaining with those who might wish to know his odd facts. 


Robilar has three passions in life — adventuring, with all its attendant dangers and glories; magic, especially 
those items he can use; and information. He may sometimes be found in a quiet public house, dealing with some 
person for a scrap of information or magic. He deals fair, unless angered, but always to his own advantage. 
Advice or magic are what he will offer in return. He is not at all pleasant If tricked. 


Robilar has many magic items. These are a girdle of storm giant strength, a + 3 sword, a suit of +3 plate mall, a 
+ 3 shield, a +1 bow, a flying carpet, a ring of spell turning, and a ring of invisibility. 


Serten (Player: Ernie Gygax) 


RA SX AL CL S&S I w OD C CH LV HP AC SL +H +D DB SB_~ R/AT 
H M LG CL 10 7 18 #15 1715 10 53 2 5 = -1 +4 - 


Although a powerful cleric, Serten has often been more a source of exasperation to adventurers than a great 
help. He is, quite simply, stupid but likeable. He likes to adventure, but is basically not bright enough to be trusted 
on his own; therefore, he will always be found with a group. He understands the physical side of melee very well 
and can seldom resist getting in and mixing it up with his foes. This often creates problems as he is too dumb to 
know wee run away, requiring the rest of the party to rescue him. He may not cast his spells for the cleverest of 
reasons either. 


Serten is a good person, though, well-meaning and kindly. He claims to never have done an evil deed and there 
is no reason to doubt this. As good as he is, he does not plan ahead and often finds himself confronted by new 
evils and problems that could have been easily avoided. This does keep his life busy. 


Serten has + 4 plate mail, + 2 shield, a staff of command, gauntlets of ogre power, a cloak of elvenkind, and a 
ring of protection, + 2. 


Talbot (Player: David Cook) 


RA SX AL CL §& I w OD C CH LV HP AC +H +D DB SB_~ R/AT #AT 
C M CN FT 17 9 12 13 1610 7 56 4 +1 #41 - - - 3/2 


Early In his career, the lawful good Talbot died while on a mission for a druid. This druid, unable to raise Talbot, re- 
incarnated him in the form of a centaur. As such a change of nature was difficult for Talbot to comprehend, a 
drastic alignment change caused him to become chaotic neutral. 
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Talbot is a lonely figure, unable to speak centaur and ostracized by both centaur and human society. He has 
loosely attached himself to a small lord's cavalry, acting as a special scout. In return, he receives special 
quarters, necessities, and the freedom to adventure, provided he reports what he has seen to his lord. On such 
trips, his companions are few and well-known to him. 


As a centaur, Talbot has discovered many advantages and disadvantages. His horse-like body has precluded all 
but wilderness adventures as he cannot negotiate in oe passages. He has also found that he must consume 
enormous quantities of food to sustain himself. He does have an advantage in speed and carrying capacity — his 
strength score applying mainly to the human and not the horse part of his body. He may fight with weapon or 
hooves in normal circumstances. 


Talbot has travelled extensively, journeys of 2 or 3 months being typical for him. He prefers to rely on his charge 
and speed capabilities, a lance being his favored weapon. He will avoid using potions as he is always unsure of 
their effect on his metabolism. Most spells, however, appear to have a normal effect on him. 


Talbot has collected several magic items, although many useful things are unfit to his form. He has a +1 chain 
mail vest, a + 2 sword, 2 javelins of lightning, and dust of appearance. 


Tenser (Player: Ernie Gygax) 


RA SX AL CL §S I w OD C CH LV HP AC SL +H +D DB SB_~ R/AT 
H M LG MU 10 16 11 16 1618 14 56 10 7 on -—2 - +1 


Contrary to most magic-users, Tenser has always been a lover of battle. Occasionally he will seemingly forget his 
spells and charge into melee with his staff, depending on his magical protections to preserve him. In many ways, 
itis felt that his temperament was better suited to be a fighter. 


At the same time, Tenser is no fool. He has no aversion to using magic and generally will chose it first. He has 
gathered about him a firm power base for law and good and will readily use It if necessary. He will sometimes 
enspell good magic-users to go on dangerous missions to aid the cause of good. He is reported to have alliances 
with various non-human races and even some that are considered monsters. 


Tenser has dust of disappearance, a wand of negation, a staff of the magi, a ring of protection, +3, a 
displacer cloak, a ring of human Influence, a wand of metal and mineral detection, a potion of protection 
from dragon's breath (This potion causes the imbiber to become resistant to all forms of dragon breath. When 
attacked by a dragon's breath weapon, the person protected is allowed a saving throw of + 2 against gases — 
sleep, fear, slow, paralyzation, etc. — with the result being either total success or failure. Against direct attacks by 
dragon breath — fire, acid, lightning, etc. — the user is allowed a normal saving throw, where a successful save 
does no damage and failure to save results in only half damage. Note that this potion does not protect against 
physical attacks or spells cast by the dragon. The potion lasts for 6 to 15 rounds and the contents of an entire bottle 
must be drunk for the potion to have effect.), and dust of dispelling air elementals (This dust appears indis- 
tinguishable from the other magical dusts and is usually found in the same types of packages — bone tubes or silk 
packets. When a handful is thrown onto any creature summoned from the elemental plane of air, that creature 
will immediately be forced to return to its proper plane. It may also be used to encircle an area in a special 
protection ring. If the powder is laid in an unbroken circle or from wall to wall, it will cause summoned creatures 
from the elemental plane of air to attack at a -1 on their "to hit" rolls. The powder may not be blown away by any 
creature it effects, although other creatures and spells may. It is important to note that it will not affect free-willed 
Gears Hee ns plane. One handful is required to dispel one creature, create a 10' diameter circle, or a single 
ine 50'in length.). = 
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Valerius (Player: Erol Otus) 


RA SX AL CL §& I w D C CH LV HP AC +H +D DB~ SB~ R/AT #AT 
H M NG FT 7 13 9 18 115 12 81 100 +1 41 -4 — .4+3 3/2 


Valerius is an independent-minded man, a trait which causes his detractors to consider him a renegade. He has 
rejected the idea of building a castle, considering it an exercise in foolish futility. Now, he spends his time 
constantly travelling, never staying in a single area for more than one adventure. He travels light, disdaining 
armor and encumbering items, preferring to depend on a few magical devices and his own skill. Money means 
little to him except for its usefulness when spent. He enjoys an extravagant lifestyle, soending money on clothes 
and pleasant comforts. When out of money, he will try all manner of adventures to get more. Where It comes from 
does not always concern him. 


In many ways Valerius is an atypical man. He enjoys the arts and will at times act as a patron. He is interested in 
peoples, ancient civilizations, and scientific curiosities. Many of his adventures are prompted by strange rumors 
of these things. 


The few magical objects that Valerius has collected are (as fits his nature) somewhat unique. He has a set of 
bracers of the blinding strike (These bracers look identical to magical bracers customarily found. If they are 
worn by non-fighters they will simply act as bracers of defense, AC 4. However, they have 2 special powers that 
will reveal themselves when they are worn by fighters. First of these is that the bracers allow the user to add one to 
his or her initiative rolls when they are worn. Secondly, they can, at mental command, double the number of 
strikes the owner is allowed for that particular round. The fighter may only use this second power 3 times per day. 
The change in armor class may also be used by a fighter.), a sword of skewering (This lightweight and somewhat 
flimsy-looking sword is a powerful magic weapon. Although it has no bonuses to hit or damage and only does 
damage equal to a short sword, it can negate the bonuses given to magical armor. Hence, a +4 plate mail 
would be treated as if it were armor class 3 when determining whether this weapon would score a hit. It does not 
negate magical bonuses for attacks by other weapons on that opponent, nor does it permanently cancel any 
bonuses. The sword may also strike any monster not normally hit by non-magic weapons.), a ring of protection, 
+ 2, and a ring of vampiric regeneration. 
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The Advanced Dungeons & Dragons™ Game Family 


DUNGEON MASTERS GUIDE. This hardbound masterwork contains all the invaluable charts and in- 
formation necessary to Dungeon Masters. It contains guidelines for developing the campaign more 
fully and for running the AD&D game more smoothly. 


PLAYERS HANDBOOK. This hardbound volume contains everything the player needs to know in AD&D. 
It contains complete information on characters, levels, equipment, spells, and more. 


MONSTER MANUAL. A hardbound compendium of the creatures inhabiting the AD&D fantasy world. 
Over 350 descriptions of monsters, from Aerial Servantto Zombie, profusely illustrated. 


THE WORLD OF GREYHAWK. This work provides a complete campaign milieu in which to base ad- 
ventures and characters, place dungeons, etc. Two large full-color maps, a folder, and a 32-page 
booklet full of ready-made historical and geographical information. Approved for use with Ad- 
vanced D&D. 


DUNGEON MASTERS SCREEN. Actually two laminated reference screens, one for normal combat, 
saving throws, and other oft-needed information, and another for psionic combat. With full color i+ 
lustrations. 


PLAYER CHARACTER RECORD SHEETS 

PERMANENT CHARACTER FOLDER AND ADVENTURE RECORD SHEETS 

NON-PLAYER CHARACTER RECORD SHEETS 
These three products are designed for various types of character record keeping, and are made 
for the convenience of player and Dungeon Master alike. All are three-hole drilled for easy note- 
book storage. 


THE ROGUES GALLERY. An aid for the harried Dungeon Master, this booklet contains hundreds of 
ready-made non-player characters, as well as caravans, bandit groups, dungeon parties, and 
more. 


MODULES 
Every AD&D module is a ready-to-play adventure setting, populated with appropriate monsters, 
treasures, tricks, and traps, and including maps, background information, and histories. Though 
each individual module is designed to stand on its own, several series are specially made to forma 
connected progression of adventures. 


Gi: STEADING OF THE HILL GIANT CHIEF 

G2: GLACIAL RIFT OF THE FROST GIANT JARL 
G3: HALL OF THE FIRE GIANT KING 

D1: DESCENT INTO THE DEPTHS OF THE EARTH 
D2: SHRINE OF THE KUO-TOA 

D3: VAULT OF THE DROW 


$1: TOMB OF HORRORS 
$2: WHITE PLUME MOUNTAIN 


T1: VILLAGE OF HOMMLET 
C1: HIDDEN SHRINE OF TAMOACHAN 


The World of Greyhawk (fantasy world setting approved for use with AD&D) 
AD&D Dungeon Masters Screen (combat and saving throws reference) 
AD&D Player Character Record Sheets 

AD&D Permanent Character Folder and Adventure Record Sheets 
AD&DNon-PlayerCharacter Record Sheets 

Dungeon Module G1 (Steading of the Hill Giant Chief) 

Dungeon Module G2 (Glacial Rift of the Frost Giant Jarl) 

Dungeon Module G3 (Hall of the Fire Giant King) 

Dungeon Module D1 (Descent Into the Depths of the Earth) 

Dungeon Module D2 (Shrine of the Kuo-Toa) 

Dungeon Module D3 (Vault of the Drow) 


Dungeon Module S1 (TombofHorrors) 
Dungeon Module S2 (White Plume Mountain) 


Dungeon Module T1 (Village of Hommlet) 
Dungeon Module C1 (The Hidden Shrine of Tamoachan) 


In addition, other playing aids currently available for use with DUNGEONS & DRAGONS® include: 


Dungeon Geomorphs, Set One (Basic Dungeon) 

Dungeon Geomorphs, Set Two (Caves & Caverns) 

Dungeon Geomorphs, Set Three (Lower Dungeon) 

Outdoor Geomorphs, Set One (Walled City) 

Dungeon Module B1 (In Search of the Unknown) 

Monster & Treasure Assortment, Set One (Levels One to Three) 


Monster & Treasure Assortment, Set Two (Levels Four to Six) 
Monster &TreasureAssortment, SetThree(LevelsSeventoNine) 
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This item is only one of the many popular playing aids for ADVANCED DUNGEONS & DRAGONS™ produced by TSR Hobbies, Inc. 
Other playing aids for AD&D currently available include: 


Other releases of additional items relating to AD&D are planned for the future. TSR Hobbies publishes a complete line of fantasy, 
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nationwide. If you desire a complete catalog write to: TSR Hobbles, POB 756, Lake Geneva, WI 53147. 
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